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My fave game’s 1 
gear — I collect the 
lot, Master, Mega, 
Gear, CD-ROM, 
Laser Disc... you 
name it -1 got it, 
and it’s generally 
much bigger than j 
^ anyone else's.^J 


PAUL MELLERICK - REVIEWER 

Paul’s a Leicester Sega nut. Before joining 
SEGA FORCE he ran his own mail order 
company. Likes slagging games Claire likes, 
writing off cars and he never takes off his 
baseball cap — his head’s too big! 


I’m the best Sega 

r gamesplayer in the country. Faves are^ 
EA Hockey and John Madden ’92, on which 
I’m unbeatable. I complete games to Slayer 
and Metallica on the hi-fi. 


My favourites are^^B 
beating reviewers over 
the head with floppy disks and 
answering irate parents’ letters 
about Oli’s illustrations.^ 


Favourites: 

r my turbo-charged 2-litre, ^ 
fuel-injected Skoda (with optional 
electric massager), playing head-to-head 
^ GG games and Super Mario 3 A 


^ I prefer playing with 
myself. I mean it takes balls to 
pit wits with a computer and the 
climax is much more rewarding 
when you win. 


AARRGH! 


THE CHUBBERS - DESIGNERS 


After Sonic, ^^B 
T Sonic and Sonic, I play ^ 
Centurion ’cos I like the way 
Lthey carry off the corpses!^ 


KADIOH 
WITH TOUR 


wt didn't 
room to li 
in Inst montfk's 
so ktrt art THK 
BIST! This bunch off 
gaming doad-haads 
mm as loan, moan 
and ra wacky (Ilk* 
to think so) as tho 
alkavit hot thoy 
got tho groat 
Issoo Two off 
ill POMS 
to thorn* 
lucky, 

lucky, lucky! 


JONATHAN RIGNALL — 
MANAGING DIRECTOR 

Jonathan’s older bro’s editor 
of Mean-Minded Machines 
(hiss), but Jonathan’s nicer- 
he makes the publisher pay i 
so we lick his ars gratia artis. 
He lives with a panther in 
Ludlow, comes from 
Aberystwyth and was born in 
Stevenage — he’s confused. 


CLAIRE MORLEY - REVIEWER 

Claire, 20, commutes from Telford (the 
roundabout of the Universe) in a car 
everyone calls Basil. She dislikes 
canoeing but is very proud of the fact 
that she can do an Eskimo Roll. 


I like scuba diving, 

^cream crackers and Kevin Costner^ 1 
My fave used to be Sonic the Hedgehog, 
but recently I’ve developed a violent 
^^streak and Pitfighter is tops. 


Jr | love Segas 
/ and often boogey away the >2 
night to Streets of Rage and 
other groovy Sega sound tracks. HH 
As for the haircut, yes I did pay 
V it, and no I haven’t been run 
over by a train 

AI’s fave TV’s Going Live (if he gets up 
M in time). Currently he’s battlinmg in court 
bri for a shop-lifting spree at Oxfam — Al 
B . will do anything to keep up with fashion! 


ROGER KEAN - PUBLISHER 

Roger’s been on computer mags so long 
most of his early readers are already dead 
(or bought Amigas — same thing). Master at 
the old Speccy Penetrator, he’s not bad at 
Sonic and Streets of Rage (he’s always in 
one...). But he pays us, so we like him lots 
and lick his patent leather trainers. 


OLIVER FREY — DRAWIST 

World-famous artist and severe upsetter of 
mums for his bloodthirsty pictures, Oli’s been 
illustrating longer than’s good for his tortured 
personality. Favourites: dry martini cocktails 
(what do you keep under your tails?), Akira, 
Sonic and SEGA FORCE domination. 


Brothers Ian ‘Eeeee’ Chubb and Paul Chubb (aka ‘Charlie’, aka ‘Chike’) help 
Mark Kendrick design the pages he doesn’t want to do. Ian (handsome, 
dark-haired) is the elder by at least four pages and leaves most women the 
way he found them... Whereas Charlie (fair-haired, but it’s a lie) finds most 
women the way they want to be left. As all our design’s electronic, neither 
lad has much lead in his pencil. 
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SUPER 

LASER 

POWER! 


It’s here! We got one in as soon as it hit 
UK shores. Mega-CD mania is about to 
break! Read about the machine, its awesome 
power, the first two games released for it and all 
the ones to follow soon! We cover Nostalgia 
1907, Earnest Evans, Lunar (The Silver Star) and 
loads of others! PLUS... 


SOL FEACE and HEAVY NOVA — the 
first two Mega-CD releases in Japan, 
advance played to the sound of CD music and 
explosions! 



Prepare to be shocked! The Black 
Marshall pays a visit to Razorsoft, 
controversial masters of gore and sleaze on your 
Mega Drive! Check out Slaughter Sport and the 
almost-ready Death Duel from the guys who 
brought you Stormlord. 

PHREAKY PERIPHERALS 

The weird and wonderful world of Sega 
peripherals, from the most essential 
joypad to the most useless, from screen 
magnifiers to 3-D goggles, it’s all here! 

GET STUFFED AT THE 
PITTSTOP 

A whopping, bumper crop of 
amazing tips: the complete 
solutions in words and glorious 
pics to Megablaster QUACKSHOT 
and DECAPATTACK. Mega-tips 
on ROBOCOD (smug sod), 

SPIDERMAN and JOHN MADDEN ’92! 







MEGA DRIVE 

Bonanza Brothers.. 
Death Duel ............ 

Double Dragon 2... 

Golden Axe 2... 

Jewel Master. 

Joe Montana 2. 

Pitfighter. 


MASTER SYSTEM 

Alien Storm. 

Bonanza Brothers............... 

Donald Duck.. 

G-LOC. 

Klax... 

Rampart.. 

Running Battle................ 

Super Space Invaders. 


GAME GEAR 

Berlin Wall. 

Donald Duck. 

Solitaire Poker..... 


JOIN THE CLUB 
AND WIN! 

O Win a colour TV, 10 
joypads and member¬ 
ship of the UK’s biggest games 
club: the superb Special 
Reserve! 


USA 

HERE 

# N' 

NOW 


C rv All the latest news from 
J the US of A. 

RBI Baseball and Roadblasters 
(pictured below) finally hit the 
Genesis, while weirdo puzzle 
game Popils pops onto the GG! 

But that’s 
not all — 

1 1 you could 

win this 


amazing 

walkie-talkie 


shaped like a 
Pepsi bottle, 
or a WWF 
special FX 
microphone! 


MEAN 'N' DIRTY 

The Sega Force crew of the year 2020. 
Urban terrorists and street fightin’ punks 
in another superb Oli masterpiece for your 
bedroom wall! 


FREEBIES JOYPAD OR CASE 


O Join the SEGA FORCE crew for a year 
with a great subscriptions offer with 
loadsa enticing freebies! 



REGULARS 

6 Gutter Talk — corporate disasters, court room battles, 
news and previews, it’s all here! 

7 Adey Babe’s Meaningful Natter Bit —gossip, innunendo 
and shelf stacking! 

20 USA Here ’n’ Now — all that’s happening and thrilling in 
Bush Country! 

45 Pittstop — Adrian Pitt fills a whopping ten pages with all 
the most essential tips for your Sega! 

81 Letters with Guttersnipe — chat with 
the world’s most disgusting journalist / 
and admire readers’ art work. 


























































m ? 

Gotcha. 


.SW’JhWm he future’sTiere, and/ 
V - ■ it’s named the Megi- 

N bTp y ■ CD! Hot just a high- 

spec cd-rom drive, it’s jam- 
packed with chips to give you 
V things like stunning hardware 

. scaling, and a co-proitessor that j 
N3T' makes it practically a 32-bit machine/ 
Pity there’s nothing yet to really 
’* V'Show off its a maw ngpotential, but , 
\iimours have it that arcade 
^conversions of ftfi Racer will be 
Virtually perfect copies (summer 
timej|an amazing achievement 
considering Rad is one of the most 
irtipressiVe coin-ops around. Watch* 
Vout for Sonic 2, too! I , 

Sega ballsed up this Christmas, 
hiring dumbo jets to ship in more 
product, yet still failintfctO meet more r 
than SO% of demand. But hoyr long 
will demand last? As long as the 
games are good! If the first step in 

f the ’90s boom was the development 
of fast, detailed graphics — to involve 
anyone, noTjust over-imaginative kids 
who could see Princej*jcarlon of 
, Zoon's thighs flashing in a blocky, 

1 J monochromatic wobble of sprite — 
ill W jpd second will be flame size. 

VKw i Up to now the choice has been 
games with massif convoluted 
V sBgameplay but minimi graphics (most 
^rpgs) or spectacul^ looking arcaders 
with few levels, aim a plotline even * 
^K^bdpaul Mellerick could understand You 
“ fman see why Sega objects to game 
^ I, renting — too mafay can be completed 
y,too quickly. 

•» V, The Mega-CD relaxes the size 
^ restriction, so eventually someone's 

t going to <do agame to fill it. In time 

movies as spectacular but simplistic 
As Terminator 2 might be &en as less 
Something to go and see, and more to 
’participate in on cd-rom machined! A 
f iSega have the marked to 
tfiemselves at the moment, #C J 
pngine, CDTV and PC drives caij^i 
compare in power, and given a 
reasonable price who could resist^ If 
Sega play their cards right the M-CD 
could lead a real entertainment 
"■•■di^^jevolution — and SEGA FORCE will be 
i^^^nere to bringyou the-full story as it 


s. The future starts here! 
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UK RELEASES 
FOR FEB 

• Mega Drive 

Back To The Future II 
Back To The Future III 
Buck Rogers 
Double Dragon 
Ivan Iron Man' 
Stewards Off-Road 
Racer 

Marble Madness 
Ninja Burai 
Paperboy 
Toki 

Winter Challenge 
Xenon 2 

• Master System 

Asterix 

Klax 

Paperboy 
Prince Of Persia 
Rampart 

Shadow of the Beast 
Super Space Invaders 

• Game Gear 
Baseball 
Fantasy Zone 
Halley Wars 

Ms Pacman 
Pengo (out now) 

Putter Golf 
Spiderman 
Xenon 2 


HE LATE NEW 
ZEALAND STORY 


I ain cart news this month is Tiki the 
Kiwi’s flight to the Master System 
which has been (ever so) slightly 
delayed, his early ’92 release date slipping 
to early/s/7 ’92 — March-April, say. 

But at least we got a screenshot, of 
sorts: the programmer’s got all the graph¬ 
ics for the first level but he hasn’t put them 
all together yet. So scan the various pics, 
scrunch up your eyes and imagine they’re 
all together. Yep, looks great, doesn’t it? 

Expect more on Tecmagik’s New 
Zealand Story next month, hopefully an 
interview with the programmer ’n’ stuff like 
that. New Zealand Story was a brill game 


in the arcades and on loadsa home com¬ 
puters, so it should be a biggy on the MS, 
too! 


CLUSTER'S 
FIRST STAND 

• If you're looking for 
something a bit bigger 
than the standard 
Sega Joypad, and 
something with a stick. 
Cluster Corporation's 
CLUSTER STICK E's 
(above) is going down 
great guns with Mega 
Drivers in the gutters 
of Tokyo 2 — a mere 
snip at 6,500 yen. In 
addition to the usual 
[A], [Bland [C] 
buttons, there's a 
variable speed turbo 
option, three turbo 
trigger buttons and a 
slow function switch 
(for un-supersonic 
players over the age 
of sixteen). The stick 
action's got eight 
directions, too, so it 
should cope with most 
situations. It's about 
twice the size of the 

K * >ypad, and a bit 
eavier so it sits well 
on a table top, and the 
extra weight comes in 
handy when you want 
something to hurl at 
the tv screen after 


screwing up one 
nilic 


those familiar moves 
you know so well. 


L ast month French software house 
UbiSoft boasted their intention to 
import some of the hottest Japanese 
Mega Drive games. Subsequently, howev¬ 
er, Sega raised objec¬ 
tions and UbiSoft 
execs have been scur¬ 
rying around Tokyo 
attempting to avoid 
another of those whop¬ 
ping legal actions 
Japanese console 
makers are so adept at 
throwing around. 

Hopefully every¬ 
thing will work out and 
we can look forward to 
large crates crashing 
down on UK docks 
with official imports of 
games by Micronet, 

Renovation and the 
Wolf Team. 

Many of the games 
have long been avail¬ 
able as grey imports, 
but others such as Earnest Evans and 
Heavy Nova have yet to appear and will 
first be launched on CD-ROM! 

The Wolf Team have earned quite a 
reputation on the Mega Drive (see this 
month’s Advance Play of Sol Feace, imme¬ 
diately after our super Mega-CD feature) 
and one official release we’re waiting for is 
El Viento. This is named not after the sultry 
Japlish girls adorning the cover and star- 


El Viento — tale of a nice sprite 


ring in the game but a strange dark storm 
cloud (smog?) that envelops New York. 

Through a time barrier comes Annette, 
a young warrior girl armed with a nifty 
razor boomerang and 
magic skills who 
wages war on street 
gangs and the evil 
force which sum¬ 
moned her. 

The streets and 
highrise buildings are 
acrawl with violent, 
unsociable low-lives 
armed with the latest 
in warmongery. 
Villains come in vari¬ 
ous guises, some rid¬ 
ing vehicles such as 
motorbikes and con¬ 
vertible pink Cadillacs. 
If they can’t shoot 
Annette they drop 
flowerpots and chairs 
on her from a great 
height. 

Annette’s a nicely animated sprite, easy 
to control and very quick on her feet. The 
streets are superbly detailed and suitably 
grim-looking, music is haunting and FX are 
adequate. Explosions are spectacular and 
playability high. It’s a pity the long level 
one is so easy, apart from the irritatingly 
tough end-level guardian, but El Viento is 
an amusing and enjoyable game which 
deserves a quick UK release. 






























MEGGER H’ 



SEGA FORCE EXCLUSIVE! 


B arely have we got over the excite¬ 
ment of Sega’s Mega-CD machine 
than another is announced! Now 
I video and hi-fi giants JVC are entering the 
consoles market too, with a Sega-compati- 
ble cd machine called the Wonder Mega. 

I The Wonder Mega, unlike the Mega- 
CD, is an all-in-one unit (cd drive and 
Mega Drive/Genesis unit) that has been 
developed jointly by Sega and JVC. There 
are no pictures yet, but because both units 
are combined in one casing, we can 
expect the Wonder Mega to be more com¬ 
pact than the Mega Drive-and-Mega-CD 
combo. 

And when’s this happening? In Japan 
JVC expect to hit the gutters some time in 
April with a 45,000 yen price tag (about 
£ 200 ). 

Depending on how successful the 
Japanese introduction is, JVC will develop 
UK and European markets at a later date 
(leaving plenty of time for the Graham 
Porters of this world, no doubt, although 
word has it that there will be substantial 
alterations in the machine’s configuration 
for different territories). 

When — if — it gets here, we expect 
the price to be much higher than a straight 
conversion would indicate, but still proba¬ 
bly better value for new buyers than a twin- 
unit purchase when the Mega-CD 
becomes officially available. 

Japanese sources say that JVC will 
concentrate on the hi-fi and electrical out¬ 
lets, leaving Sega to its traditional toy and 
video game shops. 

More news on that one, as they say, 
when we get it. 

SEGA SWOOPS 

By M Rosenthal & A Pitt 

Mimicking Nintendo in the ’80s, Sega in 
the USA appear to be going after every¬ 
body who even looks sideways at their 
game consoles. 

To reduce circuitry costs they changed 
the Mega Drive’s chips, which at the same 
timey locked out Ballistic’s Onslaught (but 
not the newer Turrican and Mike Dikta 
Football ), as well as displaying a title 
screen indicating licencees. 

Now they’re after Accolade, the compa- 
' ny behind the Ballistic label, who produce 
Mega Drive games without being part of 
the Sega family. Accolade say they’re not 
infringing, that they’ve worked out how to 
manufacture cartridges without help from 
Sega, in legalese ‘without violating any 
intellectual property rights’. Sega say they 
are — and here come the lawyers again. 
Stand by for a lengthy battle. 

In all this wrangling the ones who really 
suffer in the end are us poor sods down 
game-freak alley. Software publishers 
once claimed pirates took all their profits, 
now it goes on the legal eagles. 


adey 

X&f BABE'S 
y MOST 
MEANINGFUL 
NATTER BIT 

• Well, 'ere we go 
again, Issue 2 of SF. 
The first ish sold like 
hot cakes. All thanks 
to me, I hasten to add. 
My apologies to a 
well-known 
Wolverhampton 
newsagent where I 
spent the last few 
Saturdays hiding other 
Sega mags behind 
SEGA FORCE on the 
shelves. It worked! 
What an ace PR man I 
am! 

• Everyone's goin' on 
about mese clever 
new Sega Terradrive 
thingies — sort of 
cross between a Mega 
Drive an' a PC 
computer. But then 
you get tangled up in 
techie matters like 
(keyboards) CGA, EGA 
and VGA colour 
displays. Sega claim it 
all looks better with 
VGA, but look what 
happened to me! Best 
leave eggies and 
veggies to widget 
idjits, I say. 




• Before I go, a warm 
welcome back to Big 
Stu, our Ed. After a 
short stint in 'ospital 
he was soon back with 
us, crackin' the 
proverbial whip. It's 
almost nice to nave 
you back, Stu. Can I 
leave early tonight, 
please?!!! 




the 


First came Megablastin’ Shining in 
Darkness (reviewed last month). Now 
comes the masterful Shining Force, the 
amazing sequel set 400 years before 
the original! 

Action takes place on the remote 
island of Loon, east of the setting for 
Darkness. Hidden on the island is a 
false god’s treasure which ancient myth 
says has the power to turn a mortal into 
either a god or devil. Your job’s to 
prevent the treasure falling into the evil 
clutches of the invading army, who 
want the powers for their own dastardly 
purposes. 

The look and feel of Darkness has 
been preserved but aspects such as 
animation and backdrops have been 
improved on. Loaded with riddles and 
hazards, this rpg looks awesome, 
mixing stylish overhead-view graphics 
with stunning close-up scenes. The 
main improvement, though, is size — 
Shining Force is a whopping 12 
Megabit cart (15,036K)! Japan release 
date: 27 March. 


The overhead views (above) boast 
attractive graphics and loads rpg stats. 
Rpg battles used to be tedious, but 
Shining Force changes all that with its 
well impressive visuals. 


|£|QQHMBig thanks to Lesley Walker and Sega Europe for their generous 
■ml V wBiVsupply of games for review. Thanks too for great help from: Peter 
Hewitt at KC’s Computers & Console Magic (0509 211799) for official products like 
Bonanza Bros and G-LOC, as well as advance plays of import El Viento. Electro 
Games (081 530 8246) for supplying official releases QuackShot and Shining in the 
Darkness. Console Concepts (0782 712759) for Golden Axe II, Donald Duck, Double 
Dragon //and stacks of Japanese imports which arrived just past this ish’s deadline, 
but will be advance-played to death next month! 
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Watch out for those spikes, young man. 
Hope you’re wearing your Doc Martens! 
Prince Of Persia MS 

Gutter Talk 


A Prince of Persia’s work is never done, 
that sword must be red hot by now! 

Below: They don’t make them like they 
used to, do they? Paper Boy MD 


T hey say a woman’s work is never 
done, and no doubt Jim Tripp 
(although he is a man) would have 
something to say about that one! 

‘Who’s Jim Tripp? 4 asks a nation of 
Sega Force readers! Well, he’s the guy 
who's been given the unenviable task of 
converting Prince of Persia for the Master 
System. 

Jim’s been hunched in front of a moni¬ 
tor for the past 12 months, bashing away 
at that keyboard of his (they use keyboards 
to write games, y’know), trying to better an 
already awesome game. Ten thousand 
McDonald’s and gallons of coffee later, by 
golly, we think he’s done it! 

The Master System version promises to 
be virtually identical to that of the PC cos 
Jim’s used every frame of animation! A 
formidable achievement when you consid¬ 
er the Prince has 248 frames to his name! 

Domark have a sure-fire winner on their 
hands here! 

Also on the conversion track, this time 
for Mega Drive, is that venerable arcade 
classic; Paper Boy. 

The game boasts big, bright, colourful 
graphics and superb animation. It was a hit 
in the mid-’80s on most home computers, 
now MD owners can experience the thrill of 
flinging copies of the Sunday Sport, errrrr, 
sorry, The Guardian onto people’s 
doorsteps. More news on this little gem 
when we get it. In the meantime, sit back 
and marvel at the screen shots... 




Keep it secret: at home Mario plays Sonic... 


this 


OH WHAT A 
LOVELY WAR! 

Sega and Nintendo are battling it out 
in the old US of A, determined to 
prove who’s ‘king of the castle’, 
sales-wise, after one of the most 
vitriolic Christmasses in the games 
business. 

Unconfirmed figures show that 
where the 16-bit consoles are 
concerned, the two companies are 
virtually neck and neck, with Sega 
Genesis (Mega Drive) just creeping 
into the lead despite the Super NES 
being available in 9,000 more US outlets than the Genesis/Mega Drive. But In a ‘straw 
poll’, our very own Black Marshal found Sega outselling Nintendo by a factor as high 
as thgree to one in some mainstream chain stores. If true, this is a massive turn 
around from Nintendo’s complete dominance of the American 8-bit market. Still — 
thanks in part to BBC Radio One — Nintendo’s Game Boy certainly took the biscuit for 
sales this UK Christmas, and now they’ve announced a colour Game Boy for Japan 
" ‘ * summer at a price as low as £55! It may well give the Game Gear a money run! 


Cartoon by SEGA FORCE reader Anthony Stevens of Southend-on-Sea 


BIG IN JAPAN 


• This month in Japan 
the big story is, 
unsurprisingly, the 
Mega-CD: 15,000 
units were sold on the 
first day of release (12 
December). Our 
Japanese reporter did 
the rounds of Tokyo 
contacts, and the level 
of M-CD excitement 
can be judged from 
the number of cd-rom 
titles featuring in the 
Top Ten most-wanted 
up and coming games: 

• WANTED! 

1. Lunar (The Silver 

Star) (M-CD) 

2. Shining Force 

3. Super Monaco GPII 

4. 3x3 Eyes (M-CD) 

5. Super Fantasy Zone 

6. Super Shinobi 2 

7. Cosmic Fantasy 

Stories (M-CD) 

8. Trasia 

9. Alisia Drakoon 

10. Dark Wizard 

(MD + M-CD) 



Wanted badly on the 
M-CD: Lunar (The 
Silver Star) and, 
below, Cosmic 
Fantasy Stories 



And here's 
this month's best 
selling Mega Drive 
games in Tokyo: 


• TOP TEN 

1. Fantasia 

2. Rolling Thunder 

3. Monster World 3 

4. Run Ark 

5. Wanderers from Ys 

6. Senjoh No Ohkami 

7. Block Out 


8. Sonic the Hedgehog 

9. Beast Warrior 

10. Advanced 

Daisenryaku 
• Of course, the big 
Game Gear item is 
Sonic, due out here 
soon. Six levels: Green 
Hill, Bridge, Jungle, 
Labyrinth, Scrap Brain 
ana Sky Base, are 
backea up by its own 
Special Stage. Watch! 


ACCLAIM THROUGH 
THE L00KIMG GLASS 

Cap’n Bob Maxwell may have thought naff 
all of computer games, but his Mirrorsoft 
became one of the UK’s biggest and most 
innovative software houses. 

Suits driving Rollers ’n’ Cadillacs don’t 
give much of an eff about the effects they 
have on people when they’re up on the for¬ 
tieth floor above the gutters, though, and 
Cap’n Bob’s, ‘rob the pensioners to keep 
me in hot dinners’ business practices have 
sunk Mirrorsoft. 

Still, it’s not all over for Aliens III and the 
like cos American giants Acclaim have 
stepped in to buy up the company, with 
which it had a licensing agreement cover¬ 
ing the conversion of a huge range of soft¬ 
ware, mainly for Sega. 

Acclaim are eager to assure gamers 
that they’ll be bringing out all the forthcom¬ 
ing Mirrorsoft titles, such as Aliens III and 
Back To The Future III, but this hasn’t 
saved Mirrorsoft’s staff — all but a handful 
were made redundant soon after returning 
from their Xmas holidays (hope they didn’t 
invest their pensions with Maxwell). 

As SEGA FORCE goes to press 
Mirrorsoft is in a two-week limbo as it waits 
for Acclaim to bring in its own people. 

Unfortunately even if Mirrorsoft does 
get back online soon, Sega has put back to 
March the release of last month’s 
Megablaster Speedball II. All that’s current¬ 
ly available is the grey-imported American 
Genesis version, which only works with 
Japanese, machines running at a different 
speed to UK machines. 

HOT FROM 
LAS VEGAS! 

S TOP PRESS from the ces show, 
Marshal M Rosenthal says: ‘There’s 
loadsa great new products being 
shown in various development stages. Big 
news from Acclaim — they’ve launched a 
new label called Flying Edge. Showing all 
new Super NES product, much is being 
converted to Mega Drive now, including a 
Bart Simpson, a Spiderman, and X-Man 
title and a new wrestling game. 

‘Electronic Arts are showing a Mega 
Drive version of the Psygnosis Leander 
title, which looks real hot, and I’ve also 
seen US Gold’s Strider2, which should be 
ready in a few months, with a September 
release date. 

‘Tremendous product, too, from Sega, 
topped by Evander Holyfield’s Boxing [US 
Heavyweight champ], done with 4th gener¬ 
ation programing technique, to give wiast- 
up, huge characters, so real you can see 
the sweat and spittle when they hit each 
other! There’s also the cutesy Wonderboy 
and Kid Chameleon to watch out for spring 
to summer — the latter’s going to be BIG. 

So good are Sega’s new titles, they’ve 
got USA Nintendo running scared and ask¬ 
ing licensees to go mad with three to five 
new titles each, fasti More next issue! 
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A DIVISION OF P.C. ENGINE SUPPLIES 


Mail Order address 
Console Concepts 
The Village 
Newcastle-u-Lyme 
Staffs ST 51 QB 
(0782) 712759 

SHOP HOURS (DEC) 
Sat/Weekdays 9.00 - 5.30pm 
Thursdays 9.00 - 5.00pm 
LATE NIGHT WEDNESDAYS OPEN TILL 9PM 


MiGADRIVE 
TV VERSION 

RUNS ALL GAMES 
JAP/UK/USA 
JOYPAD,POWER SUPPLY. 

FREE SONIC HEDGEHOG 
OR ANY GAME UP TO £31 
FREE DUSTCOVER 
FREE STEREO HEADPHONES 
12 MONTHS GUARANTEE 

E135.00+P+P 

NEXT DAY DELIVERY 



XMAS PACK SPECIAL 
MEGADRIVE TV VERSION 

FREE ALIEN STORM 
FREE OUTRUN 
FREE MAGICAL HAT 
FREE STEREO HEADPHONES 
FREE DUST COVER 
12 MONTHS GUARANTEE 
FREE £10.00 WORTH OF MONEY 
OFF VOUCHERS INCLUDED 

EI70.00+P+P 



TOTAL SEPARATE SELLING PRICE 
£190.00+ P+P 


MEGADRIVE TV VERSION 
DELUXE PACK 

RUNS ALL GAMES JAP/UK/USA 
JOYPAD,POWER SUPPLY. 

+ 2 FREE GAMES OF YOUR CHOICE 
UP TO £31 EACH 
FREE STEREO HEADPHONES 
FREE DUSTCOVER 
FREE EXTRA JOYPAD 

FREE DELUXE CARRY CASE ^ 1AA 

(Holds Mega Drive, Games, fc 19O+P+P 

Power Supply etc) 

12 MONTHS GUARANTEE NEXT DAY DELIVERY 




BARE KNUCKLE 
MEGA DRIVE 



DEVIL CRASH 
MEGA DRIVE 



RUNARK 
MEGA DRIVE 



QUACKSHOT 
MEGA DRIVE 


SEGA MEGADRIVE 


BARE KNUCKLE (US).£38.00 

E/A ICE HOCKEY(UK).£38.00 

QUACKSHOT.£36.00 

ELVIENTO.£34.00 

DEVILS CRASH.£34.00 

MERCS II (COMMANDO II).£34.00 

RUNARK (GROWL).£34.00 

MARVEL LAND.£34.00 

STREET SMART.£31.00 

ROBOCOD.CALL 

ROAD RASH(UK).£38.00 

STAR FLIGHT(UK).£45.00 

SHINING IN DARKNESS(UK).£55.00 

TOE JAM AND EARL(UK).£38.00 

SPIDERMAN(UK).£38.00 

THE IMMORTAL.£38.00 

SONIC HEDGEHOG.£31.00 

ALIEN STORM.£31.00 

FANTASIA(UK).£34.00 

DINOLAND.£31.00 

SPEEDBALL II.CALL 

OUTRUN.£34.00 

KABUKI SOLDIER.£31.00 

MARBLE MADNESS (UK).CALL 

SHADOW OF THE BEAST (UK).£38.00 

F22 INTERCEPTOR (UK).£38.00 

BUCK RODGERS (UK).CALL 

SPACE BATTLE GAMOLA.£34.00 

PGA TOUR GOLF.£39.00 

MICKEY MOUSE.£25.00 

MONSTERWORLD III.£34.00 

ROLLING THUNDER II.£34.00 

BEAST WARRIORS.£36.00 

JOE MONTANA II (US).£38.00 

JOHN MADDEN II (US).£38.00 

GOLDEN AXE II.CALL 

DOUBLE DRAGON II.CALL 

FI GRAND PRIX.CALL 

UNDEADLINE.CALL 

CD ROM UNIT.CAL 

S0LPEACE (CD ROM).CALL 

HEAVY NOVA (CD ROM).CAL 


FOOTBALL FRENZY..'CALL 

ALL ABOVE GAMES ARE JAP CARTS UNLESS SPECIFIED. 


MORE IMPORT GAMES ARE 
AVAILABLE THAN WE CAN 
POSSIBLY LIST IN THIS ADVERT 


NINTENDO SUPER 


FAMICOM 

SUPER TENNIS (SCART).£41.00 

JERRY BOY.£41.00 

PRO SOCCER.£41.00 

GHOULS AND GHOSTS.£50.00 

UN SQUADRON.£41.00 

SUPER MARIO WORLD.£41.00 

JB KING MEGA JOYSTICK.£65.00 

GOEMAN THE WARRIOR.£45.00 

ACTRAISER(UK HINTS).£35.00 

BIG RUN.£35.00 

RAIDEN TRAD.CALL 

FINAL FIGHT.£41.00 

FZERO.£41.00 

JOE & MAC (CAVEMAN NINJA).CALL 

SUPER EDF.£44.00 

CASTLEVANIAIV.CALL 

SUPER R-TYPE.£41.00 

AMERICAN FAMICOM SCART.CALL 

HI QUALITY DUSTCOVER.£6.99 

SUPER FAMICOM AUTO-FIRE JOYPAD.£24.00 

FORMATION SOCCER.CALL 

LEMMINGS.CALL 

FI GRAND PRIX. CALL 

NEO GEO 

MAGICIAN LORD.£110.00 

LEAGUE BOWLING.£110.00 

ASOII LAST GUARDIAN.£110.00 

GHOST PILOTS.£110.00 

KING OF THE MONSTERS.£110.00 

SENGOKU/WAR DYNASTY.£110.00 

BURNING FIGHT.£110.00 

BASEBALL STARS.£110.00 


LEGEND OF SUCCESS JOE.£110.00 

CROSSED SWORDS.£110.00 

EIGHT MAN.£110.00 

NINJA COMBAT.£110.00 

FATAL FURY.CALL 

ROBOARMY.CALL 

FOOTBALL FRENZY.CALL 

PC ENGINE 

GRADIUS (6M).£39.00 

MONSTER PRO WRESTLING.£39.00 

RAIDEN (6M).£39.00 

CORYOON.£38.00 

DRAGON EGG.£35.00 

TIME CRUISE PINBALL.£34.00 

MAGICAL CHASE.£36.00 


PC ENGINE CD ROM/DUO+GAME...£400.00 

HUNDREDS OF OTHER TITLES IN 
STOCK, SEND SAE FOR FULL LIST. 


LYNX 

ROBOTRON.£29.00 

SHIN RUNNER.£29.00 

QIX.£29.00 

HARD DRIVIN.£29.00 

VIKING CHILD.£29.00 

TURBO SUB.£29.00 

NEW GAMES ARRIVING FROM USA 
EVERY WEEK, CALL FOR NEW TITLES 

GAMEBOY-USA 

CAESARS PALACE.£24.00 

FINAL FANTASY LEGEND.£29.00 

BUGS BUNNY 2.£24.00 

WWF SUPERSTARS WRESTLING.£24.00 

OPERATION C.£24.00 

ALTERED SPACE.£24.00 

SUPER RC PRO AM.£24.00 

DUCK TALES.£24.00 

HOME ALONE.£24.00 

BATTLE TOADS.CALL 

PRINCE OF PERSIA.CALL 

BLADES OF STEEL.£24.00 

WORLD CUP SOCCER.£20.00 


CASTLEVANIA II.£24.00 

MEGAMAN (US).£24.00 

CHOPLIFTER (US).£24.00 

GARGOYLES QUEST (US).£15.00 

ROGER RABBIT.£24.00 

PERSONAL ORGANISER.£29.00 

ROBOCOP II.£24.00 

TERMINATOR II.CALL 

SIMPSONS.CALL 

GAMEBOY-^JAP 

NEMESIS II.£21.00 

MEGAMAN/ROCKMAN WORLD.£21.00 

MICKEY MOUSE II.£21.00 

PARODIUS.£21.00 

SOCCER. £21.00 

TMNTII.£21.00 

GAME GEAR 

RASTANSAGA .£24.00 

OUTRUN.£24.00 

NINJA GAIDEN.£24.00 

HALLEY WARS.£24.00 

FANTASY ZONE.£24.00 

GALAGA 91.£24.00 

GAME GEAR CARRY CASE.£10.99 

GAME GEAR MAGNIFIER.£20.00 

GAME GEAR CONSOLE + ANY FREE GAME .££115.00 

FROGGER.£24.00 

AX BATTLER.£24.00 

CARRY CASES 

UNIVERSAL - CARRIES ALL, HANDHELD + GAMES + 

ACCS+ PSU ETC.RRP £18.99 

GAME GEAR - HOLDS UNIT + GAMES.RRP £10.99 

GAME BOY - HOLDS UNIT + GAMES.RRP £9.99 

ALSO AVAILABLE-5 COLOUR WAYS 


BLUE ON BLACK, GREEN ON BLACK, GREY ON BLACK, 
BLACK PURPLE/BLACK 

WE CARRY A LARGE RANGE OF CARRYCASES, 
JOYSTICKS, JOYPADS ETC, FOR OUR ENTIRE 
RANGE OF CONSOLES. WHY NOT GIVE US A CALL 
FOR MORE DETAILS. ALL OUR ADVERTISED 
GOODS ARE AVAILABLE IN OUR SHOP. 



F-22 INTERCEPTOR 
MEGA DRIVE 



OUT RUN 
GAME GEAR 



CARRY CASES 



HAND-HELD CONSOLES 



JAMES POND 
MEGA DRIVE 


PC ENGINE GT 

PC ENGINE 

SUPER FAMICOM 

HANDHELD 

SCART 

SCART 

1 FREE GAME £250.00 +P+P 

+3 FREE GAMES 

INCLUDES SUPER FAMICOM. 2 


(OUR CHOICE) 

JOYPADS. POWER SUPPLY 


£100+£6 P+P NEXT DAY DELIVERY 

2 FREE GAMES 

ATARI LYNX II 

12 MONTHS GUARANTEE 

12 MONTHS GUARANTEE 

1 FREE GAME E115.00+P+P 

EXCELLENT XMAS PRESENT 

£270.00+P+P NEXT DAY DELIVERY 



SUPER FAMICOM PACK 



ORDER DETAILS: All consoles are despatched Parcel Force Next Day Delivery 
(Saturday delivery is extra £6.00) Cheques—Please allow 5 working days for clearance. 
P+P: Consoles £10.00, Joysticks £2.50, Each game £1.00 
Please state if you are a new customer or please quote your customer number. 

WE RESERVE THE RIGHT TO ALTER PRICES WITHOUT NOTIFICATION 


a 


ALL THE STAFF AT CONSOLE CONCEPTS (SUE, TONY, ROB, GEO & OF COURSE STEVE & COLIN) 
WISH ALL OUR CUSTOMERS OLD AND NEW A MERRY XMAS & HAPPY NEW YEAR 
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I f you haven’t a friend in the world, DON’T buy 
Double Dragon II, ’cos it’s most definitely a 
two-player game. Even though you can 
change the game difficulty and whop up the num¬ 
ber of lives to five, it’s still irritatingly tough. Why? I 
hear you ask. Is Adey-babes a bit of a wimp, isn’t 
he up to it? 

Of course he is! It’s just the control method is 
the dumbest, stupidest system in the history of 
gaming. Not content with a sluggish control 
response, the designers have worked hard to con¬ 
fuse you; run to the right and kick with [A], jump 
with [B] and punch with [C]. Run to the left and 
these controls go completely arse about tip! 

It’s really hard to remember which button does 
what, especially during battle as you have to be in 
exactly the right place next to a baddie to thwack 
him, or he gets you first. For a beat-’em-up, the 
controls are seriously shoddy! 

If Sega bother to bring the game over to 
Europe it shouldn’t be too difficult to fix this fault, 
but unfortunately this is far from the game’s only 
weakness. 

There’s an okay scene-setting: the brothers Lee 
watch dumbfounded as girlfriend Marilyn is shot 
dead by a gang of ruffians for no very good reason. 
The brothers are then free to seek vengeance, but 
they’re not the most handsome sprites to grace a 
Mega Drive. 

They’re colourful and animation isn’t bad, with 
some good flying kicks and somersaults, but they’re 
small and not well-detailed — neither they nor the 
bland backgrounds are ever going to worry Golden 
Axe 's graphic artist. 


Lee Brothers are 
at it again, only this 
time ADRIAN PITT 
controls their destiny 
and gets shredded by a 
combine 
harvester in the 
process! 


However the coin-op’s getting on a bit and these 
graphics are reasonably close to it, as are the limit¬ 
ed sound FX consisting of a banal tune and basic 
grunts and groans! 


Smashing fun 


Unlike Axe you’re not stuck with a single weapon, 
you start off empty-handed but by defeating ene¬ 
mies you can grab their hardware: shovels, maces, 
throwing knives and crates all come in handy. 

Each level is split into sections; kill the odd crook 
or six and a hand appears, informing you to move 
on. There is a time limit for each mission, but it’s not 
incredibly tight. 

Later levels, such as the warehouse, MidWest 
and temple, provide a tough enough challenge — 
but beware of that combine harvester out in the 
sticks, it’s got a mind of its own! 

Well, Double Dragon II certainly brought out the 
aggressive side in me, but mainly for the wrong rea¬ 
sons. By the end of a play session the temptation to 
jump up and down on my joypad was irresistable! 

Deduct £15 from my paypacket, thank you 
very much Mr Sega! Nevertheless the numerous 
levels, considerable challenge and tough end- 
level villains made the coin-op a big hit, so with a 
bit of elbow grease on the control system in partic¬ 
ular anything is possible. 


It may be a shot in the dark, but 'I 
reckon your wee girlfriend’s about to 
get pumped full of lead! 


Pick up a mace and clout that 
bloke’s face. My God, it rhymes! 
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CITY 


UNIT 4, B.D.C., 21 TEMPLE STREET, WOLVERHAMPTON, WV2 4AN 
TEL: 0902 25304. FAX: 0902 712751 


r 


SEGA MASTER 


CALL US ON: 24 
HOUR CREDIT 
CARD HOTLINE 
0902 25304 


3-D ZAXXON.26.99 

ACE OF ACES.29.99 

AFTERBURNER.26.99 

ALEX KIDD LOST STARS.26.99 

ALEX KIDD SHINING 

WORLD.26.99 

ALIEN STORM.NEW.26.99 

BACKTOTHE FUTURE 2.31.49 

BUBBLE BOBBLE.26.99 

CALIFORNIA GAMES.26.99 

CHASE H.Q.26.99 

CHESS.31.49 

CHOPLIFTER.22.49 

DICK TRACY.26.99 

DONALD DUCK....NEW.29.50 

DOUBLE DRAGON.26.99 


DYNAMITE DUX.26.99 

E.S.W.A.T.26.99 

FANTASY ZONE.11.49 

FANTASY ZONE 2.22.49 

FIRE AND FORGET 2.26.99 

GALAXY FORCE.26.99 

GAUNTLET.26.99 

GHOSTBUSTERS.26.99 

GHOULS AND GHOSTS ....26.99 

GOLDEN AXE.26.99 

IMPOSSIBLE MISSION26.99 

INDIANA JONES.26.99 

JOE MONTANA.26.99 

KUNG FU KID.22.49 

LEADERBOARD.26.99 


MERCS.29.99 

MICKEY MOUSE.26.99 

MOONWALKER.26.99 

OPERATION WOLF.26.99 

OUTRUN.26.99 

PACMANIA.31.49 

PAPERBOY.26.99 

POPULOUS.26.99 

R-TYPE.26.99 

RAMBO 3.26.99 

RAMPAGE.26.99 

RASTAN.26.99 

RUNNING BATTLENEW ....26.99 
SCRAMBLED SPIRITS26.99 
SONIC THE HEDGEHOG...26.99 


SPACE HARRIER.26.99 

SPEEDBALL.26.99 

SPIDERMAN.26.99 

SPY V SPY.15.99 

STRIDER.26.99 

SUMMER GAMES.26.99 

SUPER KICK OFF ..NEW.31.49 

THUNDERBLADE.26.99 

ULTIMA 4.35.99 

VIGILANTE.26.99 

WONDERBOY.22.49 

WONDERBOY 3.26.99 

WONDERBOY/MONSTERS... .26.99 
WORLD CUP ITALIA 1990...22.49 

WORLD GAMES.22.49 

XENON 2.NEW.26.99 
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SEGA MEGA 





A 


688 ATTACK SUB.35.99 

ABRAMS TANK.35.99 

AFTERBURNER 2.31.49 

ALIEN STORM.31.49 

ALTERED BEAST.31.49 

ARNOLDPALME RS GOLF.31.49 

BATTLE SQUADRON.35.99 

BONANZA BROS.NEW.31.49 

BUDOKAN.35.99 

BUSTER DOUGLAS BOXING ....31.49 

CENTURIAN.35.99 

CRACKDOWN.31.49 

DARK CASTLE.31.49 

DICK TRACY.35.99 

DONALD DUCK.NEW.35.99 

DYNAMITE DUKE.31.49 

E. S.W.A.T.31.49 

F. 22 INTERCEPTOR....NEW.35.99 

^AERY TALE.35.99 


FANTASIA.35.99 

FATAL REWIND.35.99 

FLICKY.26.99 

FORGOTTEN WORLDS.31.49 

GHOSTBUSTERS.31.49 

GHOULS AN DGHOSTS.39.99 

GOLDEN AXE.31.49 

IMMORTAL.NEW.39.99 

JAMES POND.35.99 

JEWEL MASTER.NEW.31.49 

JOE MONTANA 1992...NEW.35.99 

JOHN MADDENS FOOTBALL....35.99 

KLAX.NEW.31.49 

MIKE DITKA’S POWER 

FOOTBALL.NEW.31.49 

MICKEY MOUSE.35.99 

MIGHT AND MAGIC 2.44.99 

MOONWALKER.31.49 

N.H.L. HOCKEY.35.99 


OUTRUN.NEW 35.99 

P.G.A TOUR GOLF.35.99 

ROAD RASH.35.99 

ROBOCOD.NEW.35.99 

SHADOW OF THE BEASTNEW ...39.99 

SHINING IN DARKNESS.44.99 

SONIC THE HEDGEHOG.31.49 

SPIDERMAN.35.99 

STAR CONTROL.35.99 

STREETS OF RAGE.31.49 

SUPER BASKETBALL.31.49 

SWORD OF SODAN.35.99 

TOEJAM AND EARL.35.99 

TURRICAN.35.99 

WORLD CUP ITALIA 1990.26.99 

ZANY GOLF.35.99 

WRESTLE WAR.31.49 
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SEGA GAME GEAR 


COLUMNS.17.99 

DRAGON CRYSTAL.22.49 

FACTORY PANIC.22.49 

G-LOC.22.49 

JOE MONTANA.NEW.22.49 

MICKEY MOUSE.22.49 

PENGO.NEW.17.99 

PSYCHIC.17.99 

PUTTER GOLF.17.99 

OUTRUN.22.49 

SHINOBI.22.49 

SOLITAIRE POKER.NEW.22.49 

SUPER MONACO GRAND PRIX.17.99 

WONDERBOY.17.99 

WOODY POP.17.99 

.WORLD CLASS LEADERBOARD.22.49 ^ 


ORDER FORM & INFORMATION 

All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it to:- 

Software City, Unit 4, BDC 21 Temple Street, Wolverhampton WV2 4AN. 
POSTAGE RATES - Please add 50p for orders under £5. Non UK/EEC countries add £2.50 per item. 
Non EEC countries add £4 per item. Paying by cheque - Cheques payable to Software City 


Name. 

Address.. 


Postcode.Tel No.. 


Name of Game 

Computer 

Value 

















Postage 


TOTAL 



Previous Customer.Ref. No. 

Card No.Exp.Date.. 

Signature.Date.. 

SF EUROPEAN ORDERS MASTERCARD EUROCARD ACCEPTED 


















































































































































































































American games 
designers Razorsoft 
kicked up a storm in the 
USA and beat a rap to get them 
gagged. In an exclusive SEGA 
FORCE interview, MARSHAL M 
ROSENTHALtalks to the guys 
who prefer graphic violence to 
cutesyness. 


■D THE VIOLENCE THAT BE 


Y ou want action, excitement, violence, and 
some off-color stuff? Then you’re thinking 
of Razorsoft — a third-party Sega Genesis 
licensee with a chip on their shoulder. But that’s 
not bad — they just want to do fun stuff their way. 
Which means pools of blood, mayhem, coiling 
guts washing the pavement, the DARK SIDE. It’s 
just a video game, right? 

Not to Sega of America, who tried to pull the 
plug on what the ‘R’ wants to produce. First, look 
at the picture. Razorsoft comes out with transla¬ 
tions of computer games — using the graphic 
power of the Genesis to create hot results. First 
up — Technocop. A car racing game with crimi¬ 
nals to be pursued and then taken. Scooped in a 
net or shot. Wrapped up tight, or dissolved into 
mulch. Graphic ugliness. Of course the game sells 
phenomenally well — ranking as the No.3 hit of 
1990. 

Then comes Stormlord. More graphic violence, 
more trouble for Sega in the guise of risque and 
‘questionable’ female images. But a hot fantasy 
adventure game that’s tough to beat. Full of 
action, and driving the Genesis system to the 
max. Until Sega tries to pull the switch. 

Beating the rap 

Flash back two months. Court case: Sega vs. 
Razorsoft. At issue is whether Sega will yank their 
license, or their games, or dictate their future. 
Sweat, confusion, hair pulling, expensive lawyers. 

As Mike Brazier, Vice President of Sales and 
Marketing, says: ‘It’s a good thing you’re talking to 
me now, boy would I have said a lot of unpleasant 
things back then. Razorsoft felt that vast cultural, 
philosophical and marketing differences could not 
be overcome by pursuing normal business chan¬ 
nels. These differences unfortunately resulted in 
the ensuing lawsuit.’ 

‘Now’ means that the situation has been 
resolved, the results acceptable to both sides. 
Except there’s a gag order going, neither 


Razorsoft or Sega will say what happened. But we 
can see what didn’t; the games haven’t been 
yanked, nor the licence, and the new ones in 
development aren’t one bit ‘cutesy’ 

As Brazier puts it: ‘Over a period of time, con¬ 
cessions were made by both parties involved, the 
lawsuit was settled outside the courtrooms and 
our business is proceeding better than ever.’ 

So what is it that makes Razorsoft tick? For 
this answer, we’ll sequester Brazier. To find out 
about the past, but also what’s upcoming. 

Grown-ups want fun too 

‘First you got to understand our philosophy,’ he 
begins. ‘To us, ‘cutesy’ means mundane and 
boring. There are plenty of cartoon character 
games out there, but that’s not what we think 16- 
bit is all about. It’s not just the nine-year-olds, but 
the guys who’ve grown up a bit. They still want to 
have fun, they want it all — great graphics like in 
Terminator 2, the movie. Special effects 
onscreen that are exciting and adventurous.’ 

Chief programmer Darrin Stubbington of punk 
Development agrees. A native Brit transplanted 
to California, Stubbington points 
out that ‘games on a con- 
sole require reworking to 
make them effective. 

And better’. i 

‘Technocop was \ 
fine on computer, but 
we improved on it,’ he 

says. ‘ Slaughter Sport _ 

another example. It started life on 
computer as Tongue of the Fat Man, by 
Activision. We took out the betting (boring), and 
beefed up the action and characters. Adding 
graphic enhancements and sound effects.’ 

Brazier interrupts with a delighted squeal: 
‘Wait until you see the ‘heavy metal’ female — 
you gotta check out her Mohawk hair cut. If you 
look closely, you’ll see that there’s a mouth IN 


the hair. When she whips her hair around, it’ll try 
and bite you if.it gets the chance.’ 

‘Exactly,’ agrees Stubbington. ‘It’s things like 
that which we add to cause a rush and make the 
game uniquely a Razorsoft product. Slaughter 
Sport is a 6-meg futuristic martial arts combat 
game that offers role-playing elements in a two- 
player fight to the finish. Creatures from across 
the galaxy have come to compete. And kill. All 
come to be heroes; most leave as corpses, or 
worst yet, a lunch time meal for the ravenous 
sand sharks.’ 

Brazier also points out that there are 24 of the 
most bizarre characters ever put on the screen, 
in 306 different bouts. ‘With hilarious [read dis¬ 
gusting] sound effects of the combatants and 
their many weapons and magical items.’ 

Slaughter time 

Stop and take a bit of a look at Slaughter Sport 
then. Each fighter has his/her/its own style — one 
that you must better. 

There’s Sheeba, the ‘bad girl of the galaxy’ and 
Stump, the Bulgar champion. Braniac, a blend of 
machine and flesh, and Robochic 
one sexy mess of bolts. 
Edwina, the ‘first lady of 
the Pits’ and Weezle, El 
i Toro, Spidra. 
f The names say it 
all, hey — you’re just a 
snotty human. Then 
^ there’s Mondor, the filthy slob 
of a blubber — also one of the 
toughest around. The guy with the big mouth, big 
stomach. Big mouth IN his big stomach. 

Selecting a character takes you to the 
Characteristics screen. Here you can see what 
strengths and weapons you have — and consider 
ways to improve on them. Using your cash wisely, 
choose from three categories: magic weapons, 

HEALTH, and ATTACK. 


All come 
as heroes, most leave 


as corpses 
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You’re Rex 
(circle below), 
up against the 
likes of Edwina 
Rameses, 
Robochik (left) 
and(over page) 
Guano. 


Mondu The Fat 
has a 'taste’ for 
violence. 
Slaughter Sport 
is really a 
straightforward 
beat-’em-up, but 
the programmers’ 
evident delight in 
disgusting 
graphics pulses 
from every frame, 
taking the game 
to a new level. 


A 


A mild appearance in Technocop 
(above) hides a deal of graphic 
ugliness. Designed to make the 
squeamish squeal, it makes the 
game No. 3 in 1990. With 
Stormlord s 'questionable’ images 
(far left), Sega in the USA finally 
tries pulling the Razorsoft plug. 
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Weird folks have their own 
strokes. Guano (top) breaks 
wind from behind. Dirty birdie. 


Mondu’s a smug fat 
sumbitch you want 
to smash. Below, 
he gives Webra a 
damned good 
licking, yum-yum... 
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Magic Weapons are special forces to employ. 
These include being able to temporarily paralyse 
your opponent, or puzzle him. Or slow him down, 
fade from sight, or create a poisonous smog cloud 
in front of you (no effect if the opponent is from 
New York). 

Try fatso — it gives you the same power as 
Mondor’s bounce (whole lotta shakin’ going on). 
Up to four Magic Weapons can be purchased, and 
are activated with the [A][B][C] buttons. Health 
works from the direction pad and increases 
strength depending on your purchase, while 
Attack increases your power, for more damage. 

Awesome fun 

Now it’s time to kick some butt! Learn the various 
configurations of buttons and direction, for while 
all fighters have individualised moves, they all fol¬ 
low the same basic pattern. 

Timing is all — you don’t want to end up in a 
pool of blood do you? Take time and practise, 
moves reverse when you’re facing left vs. right — 
there’s plenty to keep in mind while fighting. It’s a 
test of skill, getting the feel of your opponent. 
Sizing them up. Then wasting ’em. Winning 
means big bucks to use to buy more power and 
weapons for the next round. And glory of course. 

Visually, the game’s a hoot. Scrolling horizon¬ 
tally as you move, the fighting arena is constantly 
changing, with clever parallax scrolling and the 
illusion of depth going on behind. But there’s no 
time for looking at anything but your opponent. 

The one-player game has you taking them all 
on (whew!), while the two-player mode is an exhi¬ 
bition match. Large characters, and strange ones 
alright. Even the sight of big, blubbery Mondor 
opening the game by waddling in to welcome you 
to the Fight Palaces (in his own voice). Much 
more awesome and fun than the wimpy computer 
version. 

Downhill all the way 

Also on the immediate horizon is Death Duel, 
Razorsoft’s first original title and 8-megs to boot 
(see following pages).The rating for this game 
(yes, Razorsoft is putting such on their programs) 
is GV-14. For graphic violence. 

What’s even farther down the road — which 
with these guys means just another couple of 
months or so? 

There’s Stormlord 2, continuing the action, the 
magic, the violence. Plus Pigskin, a conversion 
from a sports arcade game. Play football in a new 
way, with such elements available as bribing the 
referee and using the scattered weapons (swords, 
torches, spears, garrote, whatnot) to stop an 
opponent DEAD in his tracks. All on a variety of 
non-conventional fields, filled with bottomless pits, 
fallen trees and trapdoors. 

Using a vertical scrolling system, the action 
occurs in a unique 3/4 view perspective — with a 
beginner level of play for those who need to warm 
up. Speaking of which, burn the defense with a 
deep pass (literal sense, use a torch to set them 
on fire), or pummel them into submission. Only 
problem — there seem to be trolls out there wait¬ 
ing on the second string. Here be digitized sound 
effects, and high-density demented graphics. 

Even less is known of Vampire Killer, planned 
for autumn of ’92. But chances are it’ll be full of 
the same lack of sanity you’ve come to expect 
from Razorsoft. Just don’t tell Sega. 

Marshal M. Rosenthal is a very mild mannered 
photo-journalist kind of guy. NOT! 















Exchange Fees 


charged per video game 
exchanged on the following hardware 
(fees include VAT and P&P) 


GAME BOY 

£4 

GAME GEAR 

£4 

SEGA MEGADRIVE 

£5 

SEGA MASTER 

£5 

NINTENDO 8 BIT 

£5 

SUPER FAMICOM 

£7 

NEO-GEO 

£15 


Exchange any fame within your 
category for the game you want 
Use the game for 30 days, then 
exchange it 

Special Club Membership Benefits 
Unlimited exchanges 
Buy Products at Super Discounts 
Free Gift for all New Members 


m 


D 
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EXCHANGE 


CLUB 


COMPUTER 

ENTERTAINMENT 


HOW DOES THE 
EXCHANGE CLUB 
WORK? 

(MEMBERSHIP IS TOTALLY FREE) 

1 Call SGEC and give details 

2 You will then be sent: 

a) membership application form 

b) a pre-paid (business reply) return 
mailing bag 

c) The Club Newsletter 

3 Sign and complete membership form 

a) select game requested 

b) insert your game for exchange along with 
completed application into pre-paid 
(business reply) bag 

4 Drop mailing bag in nearest post (it’s that 
easy) 

5 Your new computer game will be sent to you 
as soon as your exchange and application 
are received - plus your free gift 

6 Now you can play ALL the games you’ve ever 
wanted to play without having to buy them! 


EXCHANGE ’EM 
OR BUY ’EM... 

YOU WIN 
EITHER WAY!! 



CALL TODAY-0389 55599 

PHONE LINES OPEN MONDAY - FRIDAY 12 NOON-8PM, SATURDAY 9AM-5PM 


SOLID GOLD EXCHANGE CLUB LTD, NO.6 LOMOND TRADE CENTRE, LOMOND INDUSTRIAL ESTATE, ALEXANDRIA, 
DUNBARTONSHIRE, SCOTLAND G83 OTL. Reg No. Scotland 131921. 








































After Slaughter Sport can Razorsoft gore 
get worse? Sure! MARSHAL M 
' ROSENTHAL, still a shivering wreck 
hiding in his New York loft, discovers it brings 
a whole new meaning to disarm your enemy 


Advance 
Play! USA 













S o okay, I know what I’m up against. It ain’t 
too tough taking on those cyborgs — ‘least 
not if you’ve got enough ammo blasting to 
shake their bolts loose. Personally I prefer the 
laser, it usually does the job even if it does over¬ 
heat a bit too fast — just have two of ’em so’s you 
can backup to one when the other’s shut down. 

It’s those biologicals that you gotta watch out 
for. I mean, us humans are pretty tough, but we 
can’t pull a leg or arm back on after it’s been 
blown off and dust it off like nothing’s happened. 
You just can’t tell what some thing’s gonna be up 
to — at least you know when a metal shell’s been 
wasted. 

Shoot-em-ups are all alike aren’t they? You 
aim at a target and try to blast it away. So why do 
companies keep making them? 

Because they’re fun. And new to the instant 
hall of fame is Razorsoft’s Death Duel. It’s not rad¬ 
ically different, but what it features is fast-paced, 
addictive action. 

First time out 

You’re a warrior, clad in a metal robot shell — tak¬ 
ing on a variety of opponents from across the 
Universe in one-on-one battle for your Federation. 
To save your guys from those guys. It’s first-per¬ 
son perspective all the way, you’re looking right 
out there at the bozo — he’s doing the same to 
you. 

Now to the mechanics. Death Duel is divided 
into two separate segments, each arcade orient¬ 
ed. You begin with a variation of a target shoot. 
Only in this case all the targets are alien things. 
Slimy worms burrowing out of the ground, strange 



Death Duel’s title 
screen promises 
large-scale 
characters, and 
throughout much of 
the game that’s the 
case. Below: the 
weapons shops look 
similar from level to 
level — each with an 
unpleasantly snappy 
owner. Sandwiched 
between are the 
qualifying rounds. 



quick moving potato heads, slugs, even an occa¬ 
sional scurrying football helmet (’least that’s what 
it looks like to me). 

The playfield is non-scrolling, with the targets 
moving from left to right and vice-versa. You’ve a 
targeting sight which can move in all directions, 
and an unlimited supply of ammo. 

The Direction Pad controls the sight, with each 
button firing slightly efferent (but only one can be 
used at a time). [A] skims the shells just above 
ground, while [B] and [C] both are incoming from 
overhead — [B] from the left and [C] from the 
right. It really doesn’t make any difference which is 
used, the results are the same — it’s more of a 
personal feeling, as all targets can be hit by hold¬ 
ing one button down and rapid firing (using the 
stream as a form of tracer shells). 

Ballsed up 



Rome : Shanox Rotaral 

Strength : 83 

Roma 

Kuros Twrrok 

Strength 

Rg® : 52*1 

Rgfth) : HI 

Rge 



Rata : The Krog 

Dietaries : 12 

Race 

Quintan Ogro 

Uktories 



llaino : Borb Eubistnpda Strength : 82 Rome : Forsdt Jcraba Strength r *i 

Rge : Bgility : 71 Rge : 855 ferity : E 

Race : The State Utctorios : 121 Race : The Loirdin Ufctortac : 2 

Clockwise from top left, the stat 
screens for: Shanox Mosail, The Krog; 


Now while this is going on, you’re striving to reach 
the minimum set in order to win the round — with 
each target hit awarding pheelae, the bucks of the 
future (did you think you were in this for sport?). A 
timer is counting down, come up short and you’ve 
lost the round and must try again (providing 
you’ve one of your three tries left). 

But there’s some zingers too, in the form of red 
and brown ball heads which bounce, roll, and fly 
across the screen amidst the other targets. These 
take away pheelae, and should be avoided. 
Especially the brown ball. While the red takes 
away a few pheelae each time it’s hit (always an 
unpleasant surprise and never the same amount 
each time), the brown strips you bare. 

Sixty seconds may sound like a lot of time to 
hit 1500 P (at least at the very first round), but 
lose everything and hit 0 with 20 seconds to go 
and you can kiss a Try goodbye. 

Pack-punch shopping 

Provided that you’ve hit the limit before time’s up, 
you go to the Weapon’s Shop. Here you can trade 
in that boring little popgun for something with a 
kick to it. 

The proprietor is a seedy old 
dude, he just sits there and 
stares at you with con¬ 
tempt. He’s also got a 
monkey on his back 
that needs tending too 
(a real monkey I 
mean). So after you’re 
tired of looking at him and 
his pet — and reading the small 
lcd sign that encourages spitting and dis¬ 
courages drug use — it’s time to select some 
hardware. 

Which costs P of course. Now you’ve some to 
work with from the round just won, and the 
amount for each weapon is shown below (though 
no real explanation for its use is displayed). 

There’s three stations in which to select 
weapons — one to match each button. You don’t 
have to spend all your P, but you DO have to 
select at least one weapon each for two of the sta¬ 
tions. 

If you’ve plenty of P (later on maybe]), you can 
go for an exotic weapon like an energy ring that’ll 
drain your opponent, or a slo-mo cloud to make 
him a sitting duck — but for now stick to the basic 
stuff like lasers and machine guns. 

Missiles aren’t bad either, but grenades are 
cheaper and easier to handle when you’re green. 
And be sure to check out the cheap shots sign, as 
any item noted here is going for half price. 


Ogre; Forsal Jeraba, The Lairdin; and 
Slate 


Hiding to nowhere 

Finishing the selection, you exit and begin the 
second phase of Death Duel : Taking on an oppo¬ 
nent out to get YOU! This is played at the Arena, 
a barren landscape totally void but for a series of 
brick-like walls lined up side by side, and spaced 
a few feet apart. Hiding behind the wall shields 
you from your opponent’s blasts. Unfortunately it 
does the same for him against yours. 

With the crowd safely out of harm’s way, a 
cheer goes out as you enter the Arena. A pretty 
girl comes up and starts the action, throwing in a 
snide remark or taunt. 

What happens next is a combination of reflex¬ 
es, strategy, and plain good shooting. A target 
sight appears onscreen, and can be moved simi¬ 
larly to that as before. Using this, you sight on 
your opponent and fire one of your weapons until 
he/she/it’s destroyed. And before another timer 
counts down, or you automatically lose the round 
and have to try again (the three ‘tries’ 
bit like before). Sounds simple 
yeh, but there’s a catch. 

In that you can’t just 
stand there and blast 
away. You may think 
you’re tough, but these 
guys going head to head 
are tougher. Their health 
meter is at the top right, your’s at 
the lower left — and guess which gets dam¬ 
aged the fastest? 

So you’ve got to shoot quickly and weave out 
of range, which is where those walls come in — 
hiding behind them right? But your opponent has 
the same idea, and remember you’re the one that 
the time limit’s imposed on. 

Life’s unfair 

Okay, blast through the wall if the guy’s hiding 
behind it. Great idea, but then 1) your weapons 
might run out of ammo, causing you to forfeit the 
round, and 2) some of the blocks are impenetra¬ 
ble. 

Then sight through a hole in the wall and catch 
him off guard? Really smoking now, they don’t 
hang out cozily so’s you can wack ’em. The worst 
is when they move to one of the extreme walls at 
either end. Then they can just hang out and wait 
for the timer to run down. 

So you’ve no choice but to make yourself a tar- 


Trade in that boring 
popgun for something 
with a kick to it. 
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get in order to get a reaction, and move the guy 
away so you can try a shot at him. Did I mention 
that the laser overheats real fast and shuts down 
automatically just when you’re starting to make 
some headway? Or that the jokers you’ll be facing 
off against have some unique characteristics like 
invulnerable body parts? Did you think this was 
gonna be a cakewalk? 



Practice will do it — lots of it, and judicious use of 
firepower to remove parts of your opponent. Now 
while you have to be careful that a blown off limb 
doesn’t get reattached, once you’ve got his atten¬ 
tion by goring up his body, a couple of good fast 
lasers to the head will turn it into pulp. Then the 
torso just settles down and you’ve won. 

The first opponent, Shanox Mosail, is a slow- 
moving krog. He can fly, but he’s not too smart. 


And while he looks like a dragon, he doesn’t spit 
fire — just some kind of dazzling energy balls 
(sorry, they hurt too). Still, he’s pretty short on 
strategy, so just hide behind a wall and wait for 
him to poke his head out. Then blow him away. 

Try to take the wings off first, then he’s land¬ 
locked and easier to wack off. He’s also got a 
pretty puny head, so concentrate here rather than 
his fat belly. Oh — he seems able to stand and 
hop even with one foot, so forget about taking his 
toes off in the hopes of getting him to stand still. 

Lying in a pool of blood ’n’ guts, the round’s 
yours (this guy was easy?). Reaping more P, 
you’ve a chance now to repair your armour. 
Decide on where to make repairs and give up the 
P accordingly. 

Then the next round begins with another target 
shoot, followed by another opponent (with new 
weapons available for purchase between). Each 


opponent along the way gets tougher and smarter 
— check out their stats to see what I mean (ain’t 
gonna do so good against someone who’s over a 
100 victories under his belt, er, whatever they’re 
using down there). 

More P means that you can stock up heavier 
on weapons. It may sound like fun, but wait till you 
start taking on the really mean dudes. Missiles 
and grenades don’t mean much when the fast- 
moving guys start dancing around. Or when they 
laugh (literally) at your best shot. 

Going bad-ass 

Death Duel features nine opponents: Ogres that 
look like tanks, Cyborgs, Blobs, Metaloids. Sound 
effects are digitized and harsh (you want cute, 
play PacMan), with a musical track sorta like out 
of a Road Warrior movie. 

It’s the first-person perspective that makes this 
a winner — you’re squaring off head-on. 
Continuing their quest for graphic violence, 
Razorsoft includes plenty of gore, though not at 
your end. While the targets blow up in small 
explosions, the big guys are REALLY, REALLY 
BIG, and plenty menacing. 

Fullscale animation translates into realistic 
motions that give the feel that you’re really a bad¬ 
ass dude when you blow up an opponent and see 
him washed in his own blood (provided he’s bio¬ 
logical and not just metal meat to be smashed). 

Having to think about which weapons to use 
against specific opponents, and the way ammo 
runs out, makes this a tougher game to win at. It’s 
thumbs up! to Death Duel , the kind of shoot-’em- 
up that kicks the player into overdrive and makes 
him want to bite off that thumb and spit it out! 

DEATH DUEL should be released in the USA in 
March. 
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Darrin Stubbington, chief programmer, has a 
few things to say on Death Duel. The 
enemies are really big, probably the largest 
ever seen on a Genesis game. Take the 
flying dragon for instance. It’s a 90K graphic, 
100 pixels high. Animation runs at 60 frames 
a second, though there are times that we 
have to slow it down a bit (to 30) so as to not 
overtax the cpu. Genesis can do four sound 
samples at once, so we’ve loaded in 100K of 
them, and concentrated on sound effects of 
the action.’ 

Stubbington’s only regret is that there 
wasn’t enough time to implement some of his 
‘dream’ concepts. ‘I wanted to have small 
creatures ‘born’ out of the opponents, 
becoming additional enemies to fight. 

‘Maybe next time,’ he sighs. 


Inset below: the 
arena crowd 
waits with bait¬ 
ed breath as you 
prepare to face 
off against the 
first opponent 


Above: Krog finds the going tough, as 
he literally disintegrates before your 
eyes in a few frames of animation. 










Coward! The Lairdin hides behind some 
blocks where he’s safe from your energy 
rings, just waiting till you make a fatal 
slip — and you will! 


The jokers you’ll be facing off against have some unique characteristics like 
invulnerable body parts? Did you think this was gonna be a cakewalk? And when 
all else fails, there’s always time to repair their armour. 


Hidden info 

To gain extra points — when in the Arena, 
shoot at the birds flying off in the distance. 
Just be careful your opponent isn’t shooting 
at you in the meantime. 

Some fighting hints 

Trying to take on Korx Xarkton, the Xerian, 
won’t be easy, besides, being heavily 
armoured, he can collapse into a floating 
spiked ball that’s utterly impenetrable. Unlike 
the Krog, blowing off his legs is useless — 
he just switches to internal power. Best 
offense here is a good defense. Stay behind 
the walls and plan your shots carefully. 
Taking him on one-to-one out in the open is 
suicide. 

I Then there’s the Silineum Ogre, with 76 
victories under his belt. He’s a real bad due 
! who laughs as you blast away. His 
vulnerable spot seems to be when he’s most 
amused at your attempts to hurt him. This is 
when he sticks his head in your face. Go 
geddim! 


Top left: Lairdin gets 
zapped with a well- 
aimed energy ring. 
The picture to its 
right shows the 
qualifying round 
screen. Below left, 
the Ogre’s head is in 
flames. The only sort 
of weapons that can 
reach these parts 
may be obtained at 
one of the Weapons 
Shops (above), with 
their scratchy 
owners. Much nicer 
is the promise of 
the ending screen! 
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CD-Rom wasn’t built in a 
day 

Cd-rom. That seems to say it all, meaning 
(supposedly) massive games of the highest 
quality, digitized visual and audio effects, 
going where no game has gone before. But 
has it lived up to the hype? Unfortunately, no. 

Take the Turbografx here in the States. 
Their cd-rom player has dropped to $299, 
with a few games already out there in the 
$6^-89 price range. New ones coming out 
have looked promising (Sherlock Holmes a 
while back, and The Addam’s Family on its 
way now), yet nec’s game console is floun¬ 
dering badly (can find the console and 
games going REAL cheap at closeout loca¬ 
tions and job-lots). 

Sign of the times — most video rental 
stores also do a brisk business in renting 
video games — even though they aren’t real¬ 
ly supposed to, with Nintendo performing a 
few lawsuits in a vain attempt here. 

Game carts found are nes (of course), but 
Genesis Megadrive is a strong contender 
now as well — up perhaps 50% compared to 


On its way: Fester’s had it — Addams 

last year (based on informal survey of 50 
stores in the New York area, and a couple of 
calls to friends in California and the Midwest). 

No Turbografx carts though — so why 
expect cd-rom? 

Let’s ignore Philip’s Imagination Machine 
for the moment, since it has yet to really hit 
the streets, so the only other gaming pres¬ 
ence (we don’t count IBM) is cdtv. 

Again, looks promising but hasn’t 
hit the mark. 

Commodore finally decided to 
sell the product in the main retail 
stores for the ‘masses’ — meaning 
us, rather than keeping it in the 
high-end audio and video stores. 

They even dropped the price some 
$300 dollars retail. The games look 
good, but are mostly just disk ver¬ 


Dirty rotten cheat 

But now for some hardware we can talk 
about... 

Wondering if it’s going to be another case 
of ‘Here we go again’ — Camerica’s Game 
Genie (UK version mentioned last month in 
Gutter Talk) is slated for a 
Genesis version. 

Followers of the nes story will 
remember that Nintendo took 
Camerica to court for over a year, 
halting the appearance of the 
Genie in the States in the 
meantime (with units gathering 
dust in boxes stacked in a ware¬ 
house while the holidays beck¬ 
oned and died, and the 
recession loomed over the hori¬ 
zon and then smashed home). 

You’ll want to know about 
Game Genie, it’s a great 
Family cheat/hacking device that 
attaches between a cartridge 
and the host game console machine — to 
enable the entering of codes which ‘open’ 
up new powers and abilities for the gamer. 

You attach a cart to it (Genie itself looks 
like a bit like a cart mated with a pair of 
suspenders), then pop the whole thing into 
the game console. A menu screen then 
pops up — and codes are entered into it 


sions of existing Amiga stuff. No excitement 
here. 

But cd-rom on Genesis will be different — 
not from the game point of view to start, but 
due to marketing and information. Just as the 
first few games for Super nes look like 
pathetic pumped-up 8-bit copies, the first few 
cd-rom games aren’t going to throw anyone 
for a loop. What will make the difference is 
that the Sega name (like the Nintendo one) 
has recognition power. 

Which means that companies — both 
licensees and otherwise — will know they 
can make a profit by producing a product for 
the cd-rom player. 

Again, we’re still waiting on all of this, 
impatiently at best. Sega’s ‘official’ line is that 
the player will be coming out in the States in 
the summer of ’92. Yes, we’ve seen the pro¬ 
totype and different working examples. 
Magazines have mentioned this ad nause- 
um, but it remains, though, to wait for Sega to 
allow the final items (games) to be noted and 
displayed in full (see Advance Plays, this 
issue). 

And to announce a price that can be han¬ 
dled easily by us. $299.99 ain’t bad, but it 
stills stings in today’s economic conditions — 
especially when the Genesis console itself is 
going for under $130. Hey — they’ll all make 
their money on the games like usual, so give 
us a break with the player! 


Some¬ 
where 
deep in the 
bowels of 
the hell 
that is 
Manhattan 
lurks the 
Palace of 
Gaming 
Doom — 
home of 
THE 
BLACK 
MARSHAL 
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Code mashers 

Just now coming out and also advertised as a ‘game 
enhancer' is Game Action Replay, from std. Which is a bit 
confusing, because — while it doesn’t require a code book 
or punching information into menu screens — it doesn't do 
anything to change the game. Rather, and this is good too. 
Game Action Replay enables you to save games in progress 
— an option independent of the cartridge. 

This is done by mashing (heavy pressing, natch) the [A]- 
[B] buttons down, along with the controller, to bring up a 
special screen (okay, so there is a menu — sue me). 
Powered by a long term battery, GAR mates with the game 
through an interface that permits plugging into the Genesis 
slot. A number of games can be saved, or you can save a 
number of times within the same game. 
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from a booklet provided. 

The neat thing is that you can now 
change the parameters of a game, getting 
past difficult levels, becoming stronger 
than you thought possible — good stuff like 
that. New games just require new codes, 
something Camerica does as an update 
booklet. 

Now while Nintendo thought this was a 
terrible thing (backing this up with a multi¬ 
million dollar lawsuit that they eventually 
lost), the folks at Sega are tickled Sonic 
the Hedgehog blue. 

The Genesis version will be shown in 
full glory at CES/Las Vegas (from where I’ll 
be reporting next month) — prototype form 
only right now. The unit’s scheduled for 
release in the States in early spring, and is 
still under development. 

We do know that it will be top loading, 
of course, and that it’s being redesigned to 
add some additional features. Price has 
not yet been set either, but will probably 
follow the nes lead — which was a retail of 
$49 — so probably $59-69 here, which 
translates into a street price of around 
$55-60. 


A blighter joy 

Also hardware, also important, and also 
with buttons is Happ Industries Genesis 
Action controller — a replacement, or sec¬ 
ond joystick for the console. 

It has a number of advantages over the 
plain-jane Sega controller, partly being a 
brighter colour scheme and a smaller 
shape that is almost geared for one-hand¬ 
ed — if a bit contorted — operation. The 
unit also costs a tad more than the stan¬ 
dard stick (Software Etc, in New York — 
Sega controller $19.99 versus Happ’s at 
$23.95), but that also includes a button for 
selecting first or second player, and a nice, 
fat auto-fire switch (ahh!). 


And Tengen two 

Two newies worth noting from Tengen are 
Road Blaster and RBI Baseball. Neither 
are originals, both being translations from 
the arcade, and have appeared on other 
systems. 

The important thing is that they’re both 
popular and deserving to do Genesis. 


Making gaming easier: Camerica 
(Code Masters) and their cheating 
Game Genie cart (left), and 
Happ’s Competition Pro 
stick below 


Road Blaster looks good, and works exact¬ 
ly as we all expect — favourite scenes 
being the weapons drop from above. 
Character representations are good, not 
excellent, but the importance here is fast- 
moving action, and plenty of sound FX sig¬ 
nalling explosions and destruction. Road 
Blaster delivers. 

The same can be said for RBI Baseball. 
Characters are nicely sized, easily viewed 
as is the ball itself. The multiple viewing 
screen makes gameplay easy, and leisure¬ 
ly (a part of the baseball credo). 


Tengen delivers big characters 
and plenty of game in Road 
Blasters and RBI Baseball 












































Animation is smooth — you don’t really 
notice and go ‘Gee, what a great anima¬ 
tion’, meaning that you’re concentrating on 
the game and not the mechanics. Sound 
FX are meaningless here, except perhaps 
for the cheer of the crowd, and the smack 
of the bat striking that little white ball. 

Game Gear puzzler 

Puzzle games seem to be the staple of the 
handheld lcd units, and Game Gear is no 
exception. Tengen’s Popils is a good 
example, and worth a quick first look. 

The game consists of a hero who 
solves puzzles in order to rescue his 
princess from the evil sorcerer who’s 
imprisoned her in evermore difficult mazes, 
(yeh, dumb cliche but who cares?). 

Blocks er, well — ‘block’ the way, and 
the hero punches, kicks, and smashes 
them with his fist and body (including the 
ever-popular head-butt). The challenge is 
in eliminating the blocks in just the right 
order to reach the princess, while accumu¬ 
lating the points in the process. Also to try 
to do it in the fewest moves. 

The screens themselves make full use 
of the horizontal Tv-like screen ratio, 
although the mazes are fixed and non¬ 
scrolling. 

Each new screen brings another struc¬ 
ture to conquer. Every time you smash a 
block, others fall down (gravity) and create 
a new pathway for the princess, who 
doesn’t do much more than just wander 
back and forth on top or within the blocks 
that are trapping/encasing her. 

You have to watch out for the impene¬ 
trable blocks and the Death Cones — the 
first can’t be moved by themselves and the 
second kill you. Strategy is the big issue 
here. 

A number of special features make this 
game more exciting. One is the Map Editor 
which lets you create your own puzzle 
designs. The other’s the battery-backup 
built in, so that created puzzles are 
retained. The Gear-to-Gear cable for two- 
player fun can also be used for sending 
puzzles to the other to solve. 

Animation is good, at least for the hero. 
When he ‘punches’ — a big fist appears in 
whichever direction the direction pad’s 
pushed (in conjunction with the [1] button). 

The blocks are colourful, and the whole 
screen is nicely filled. The music is pretty 
childish though, and one of those repetitive 
tunes that you can’t get out of your head 
(but wish you could). Fortunately, there’s 
an option to turn this off without affecting 
the sound FX — which are quite good and 
meaty. 




WIN A PEPSI WALIUE TALKIE or 
A WWF MICROPHONE! 

It ain’t only software houses that can be kind and cuddly. Yeh, even the Black Marshal has a heart the colour 
of a coal miner’s unwashed boxers, an’ to prove it I’ve dug up some real weird radical goodies. 

‘Mean’ Gene, the balding, pudgy, little fat guy is the head announcer and interviewer for the many star- 
clad rasslers of the World Wrestling Federation. Dwarfed by the likes of Hulk Hogan and the Ultimate 
Warrior, ‘Mean’ Gene still gets his point across due to his wireless-amplified microphone — which can now 
be yours. 

Not only does the WWF electronic microphone blast out your voice, it also provides sound effects! That’s 
right, just press on the pressure sensitive strip to hear the finest of wrestling noises — bodies slamming into 
the mat, face slaps, and the cheer of the crowd (plus the ever popular ‘grunt’ and the gong that signifies the 
end of the match). All digitized for as much realism as to be found in this highly-regarded American pastime. 
And requiring but one 9-volt battery. 

Can you ask for more? Well yes you can, only this one doesn’t come in a can, but in the good old- 
fashioned Pepsi bottle shape. 

We all know that Big Brother is everywhere — so why not join him? Whether you’ve aspirations to being a 
spy or a member of the Secret Police, you’ll need this super-duper hi-tech way of concealing your 
communication device. 

Playtime’s Pepsi Cola walkie talkies are a real hoot. The pair look just like regular bottles, with a ‘straw’ 
that pulls out through the bottle cap — being a whip antenna... Turn on the switch, adjust the volume, hold 
the bottle against your face and depress the voice switch. 

Now you can communicate with your partner or headquarters with no-one being the wiser (at least no-one 
will think you’re talking to someone, they’ll just assume you’re nuts). And, let’s face it, when your girlfriend 
next asks whether that’s a Pepsi bottle in your pocket or whether you’re just pleased to see her, this time you 
can really surprise her! 

There’s even a rocker switch that sends a signal for Morse code practice. A 9-volt battery, sense of 
humour and appreciation for the unusual required. 

I’ve got THREE of the WWF Microphones and TWO pairs of Pepsi Walkie 
Talkies to hurl around like they were going out of fashion. 

All you have to do is be first out of 
The Black Marshal’s 
saddlebag with the correct 
answer to this simple 
question: ‘ Name the British 
programmer of Death Duet. 

Answers on a postcard, or 
the back of a sealed 
envelope, with your name 
and address, to THE BLACK 
MARSHAL’S SADDLEBAG, 

SEGA FORCE, Europress 
Impact, Ludlow, Shropshire 
SY8 1JW, to be in no later 
than 24 February 1992. If you 
win, there’s no guarantee which 
of the two gizmos you’ll receive. 

Fun huh? 

Promotional consideration given by 
Playtime Products 


Tengen give Gear- 
to-Gear fun with 
Popils 


Next time, tidbits 
from the CES show 
at gaudy and 
delightful Las 
Vegas, Nevada 
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A barnstormin' 
game that's a 
sure-fire winner 


'Kill innocent 
penguins and 


Germany,' we told 
ADRIAN PITT. He went 
and got a hammer — 
he was right about 
that, at least... 


Advance 

Play! 


W hen I heard the title I thought I was in 
for an afternoon playing a Break-Out 
clone. Imagine my surprise when it 
turned out to be a platform game, and a darn 
good one too! 

The opening sequence of Kaneco’s game is 
enormous, offering a detailed scenario and jolly 
pictures to match. Japanese isn’t my strongest 
point, but from what I gathered, I had turned into 
a young lad who happens upon a rather large 
hole in a wall (home, no doubt —Ed). 

Climbing through the hole, as you do, there’s 
a chance meeting with a crusty old wizard who 
thrusts a magical mallet into your hot little hands. 
Okay so far, but then he commands you to ven¬ 
ture into a land of cuddly creatures and creepy 
creations to bonk them on the 
bonce with that tool of 
yours, ’cos they’ve ^^k 
turned a bit nasty. ^k 

Before setting off, W --"l 

there’s just time to 
decide whether or not 
two heads are better 
than one — via a Gear-to- 
Gear link. You can also play 
around with the Sound Test or if you’re a wimp 
increase your lives and continues to the max, 
five and nine respectively. 

Peckish penguins 

Level One is set in a winter wonderland, com¬ 
plete with loadsa ladders and icy platforms 
swarming with mutant penguins. The gist is to 
beat holes in the ice and wait for the penguins to 
drop through. 

As they’re hanging on for dear life, clout ’em 
on the head! Greenpeace take note! It may 
sound cruel, but it’s great fun. Some of the crea¬ 
tures simply die an agonising death, but others 
change into bonus objects, such as food for 
extra points, egg-timers to bump up that time 
limit and there’s a dragon suit, so you can spit 
fireballs! 

If you don’t reach a penguin in time, he 
regains his balance and repairs the damaged 
platform. Watch out, too, for the tight time limit. 


Bonus bounty 

Each level splits into five stages, at the end of which 
there’s a door to the bonus screen. Here, you have 
a chance to visit the shop and buy shields, speedy 
boots, extra lives and continues using money earnt 
previously. 

You can also bop through a sub-game to play, a 
one-screen platform and ladders affair, eating cakes 
for bonus points till they come out ya ear ’oles! 

Having completed that little lot, it’s time to face 
tof against the end-of-level boss. 

There’s a giant king penguin 
to biff ten thousand times, 
and later on a 
humungous hedgehog 
- f v. — an uncuddly relation 

of Sonic’s perhaps — 
w ho rolls himself into a ball 
and zooms around the screen. 
They’re a tough challenge and many 
precious lives can be lost here 

Subsequent levels follow the same format, 
although the backgrounds, monsters and structure 
of platforms change. Avoid death from malevolent 
bouncing blobs who leap over the holes you’ve dug 
and beware the spiky-haired aliens on the planet 
level. Those meanies get bigger, faster and many 
need more than one bonk before they pop their 
clogs! 

With its cute graphics, superb animation, jolly 
tunes and extra incentives, like the shop and the 
bonus games, The Berlin Wall will have you com¬ 
ing back for more. It has that ‘let’s just see what 
the next stage looks like’ element and is a sure¬ 
fire winner. 

t’s not often that you find a barnstormin’ game 
with oodles of character, playability and addictivi- 
ty, The Berlin Wall has all three and lots, lots 
more. Although quite what it’s got to do with 
reuniting Germany, I don’t know! Better off calling 
it Adrian's Wall, don’t you reckon?!! ADE 


Time to 
bang old 
l Pengy’s 
\ bonce. 

1 Hold on 
I very 
I tight 
/ now! 


Watch 
those red 
and green 
’uns, they 
tend to get a 
trifle nasty! 


***** ***** 


m 


MU 


What a lovely 
title screen! 


Ice, Ice baby! Give it some ’ammer 
young man. We love a good bash! 
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COLUMNS. 

DONALD DUCK . 

DRAGON CRYSTAL 

FACTORY PANIC. 

FANTASY ZONE . 

FROGGER. 

G-LOC. 

GOLDEN AXE . 

HALLEY WARS . 

JOE MONTANA 
(U.S.) FOOTBALL .. 
LEADER BOARD. 


.BC1846...16.99 
.BC1844...19.99 
.BC1836...19.99 
.BC2109... 16.99 
.BC2203 ...19.99 
.BC2202 ...16.99 
.BC1833 ...19.99 
.BC1845...19.99 
BC2205 ...19.99 


NINJA GAIDEN.BC1840 ...19.99 

OUTRUN .BC1503 ...19.99 

PENGO .BC1830... 16.99 

PSYCHIC WORLD .BC1837 ...16.99 

SHINOBI.BC1843 ...19.99 

SOLITAIR POKER .BC2201 ...19.99 

SONIC THE HEDGEHOG BC1955 ...19.99 

SPACE HARRIER .BC1841 ...19.99 

SPIDERMAN.BC1652 ...19.99 

SUPER KICK OFF .BC2204 ...19.99 

SUPER MONACO GP.BC1835 ...16.99 

WONDER BOY.BC1834 ...16.99 

WOODY POP .BC1832...16.99 


.BC1840 


Game Gear 

GG1829 99.9l 

FREE Mains Adaptor (essential) 
FREE Special Reserve membership 


.BC1503 


.19.99 
.19.99 

CAR ADAPTOR FOR GAME GEAR 

(PLUGS INTO CIGAR LIGHTER) . .GG4011 ...17.99 

MAINS ADAPTOR FOR GAME GEAR .GG1830 ...12.99 

CARRYBAG FOR GAMEGEAR ....GG2029 ...10.99 

RECHARGEABLE BATTERY PACK (SHOWN) 

(CHARGES FROM MAINS ADAPTOR) .GG4010 ...29.99 


MASTER GEAR CONVERTER (SHOWN) 

(RUNS MASTER SYSTEM GAMES). 

SEGA TV ADAPTOR FOR GAME GEAR 
(TURNS GAME GEAR INTO A TV) ........ 

GEAR TO GEAR CABLE (TWO PLAYER) 
CLEANING KIT FOR HAND-HELDS ........ 


.GG2226 ...69.99 
.GG4012 ...5.99 
.GG2222 ...8.99 


Inter-Mediates Ltd. Reg. Office: 2, The Maltings, 
Sawbridgeworth, Herts, CM21 9PG. 
INEVITABLY SOME ITEMS MAY NOT BE AVAILABLE AT 
TIME OF PUBLICATION 


Megadrive q # 

GG1233 U7*71 

Sonic The Hedgehog, Joypad 
FREE extra TURBO Joypad 
FREE Special Reserve membership 

NOW WITH SONIC 


Goldstar 
4902 14" TV I 

REMOTE CONTROL 

TV/MONITOR WITH H 

SCART INPUT (GIVES ■ 

MONITOR QUALITY 1 

PICTURE FROM SEGA 

MEGADRIVE) .GG4023 

FREE SPECIAL RESERVE MEMBERSHIP 
FREE MEGADRIVE SCART LEAD 


169.99 


MEGADRIVE TO SCART LEAD 


GG4027 


CHAMP EXPLORER 
JOYSTICK 
GG1795 ...19.99 

COMPETITION f 
PRO STAR 
EXTRA FOR 
MEGADRIVE 

.GG1943 

14.99 


688 ATTACK SUB.SC396.31.99 

ABRAMS BATTLE TANK .SC2012 ...31.99 

AFTERBURNER 2.SC1755 ...27.99 

ALIEN STORM ......SC2011 ...27.99 

ARROW FLASH..'SC1768 ...27.99 

BACK TO THE FUTURE 3 .SC2213 ...31.99 

BLOCK OUT ..SCI217 ...31.99 

BONANZA BROTHERS .SC2114 ...27.99 

BUCK ROGERS.SC1471 ...31.99 

BUDOKAN .SC949.31.99 

BURNING FORCE..SC2219 ...27.99 

CALIFORNIA GAMES .SC1500 ...31.99 

CENTURION - DEFENDER OF ROME SC1195 .. .27.99 

.SCI569 ...24.99 
.SCI054 ...27.99 


GAIN GROUND 


.27.99 
.27.99 

.SCI248 ..37S9 
.SC2215 ...27.99 
.SCI 868 ...28.49 
.SC1317 ...31.99 
.SCI287 ...24.99 
.SCI 770 ...27.99 
.31.99 
.27.99 
.27.99 
.SC4024 ...31.99 
SC1626 ...31.99 STARFLIGHT 


.SC1571 

.SC1383 


PHEUOS . 

POPULOUS . 

REVENGE OF SHINOBI . 

RINGS OF POWER .... 

ROAD RASH . 

ROBOCOD (JAMES POND 2) 

SHADOW DANCER . 

SHADOW OF THE BEAST .. .. 
SHINING IN THE DARKNESS 
SONIC THE HEDGEHOG 

SPEEDBALL2 . 

SPIDERMAN .. 


SC2218 ...27.99 

.SC368.31.99 

.SCI 247 ...27.99 
.SC2211 ...31.99 
SCI985 ...31.99 
SCI 820 ...31.99 
.SC1769 ...27.99 


GHOSTBUSTERS.... 
GHOULS N GHOSTS 

GOLDEN AXE . 

GOLDEN AXE 2. 

HARDBALL . 


ISHIDO. 

J.B. DOUGLAS BOXING 

JAMES POND . 

JEWEL MASTER . 

JOE MONTANA (U.S.) FOOTBALL SC1774 

JOHN MADDEN ‘92 . . 

JOHN MADDENS FOOTBALL 

KINGS BOUNTY .. 

LAKERS VS CELTICS. 

MARBLE MADNESS . 

MERCS . 

MICKEY MOUSE . 

MIGHT AND MAGIC.... 

MIKE DITKA’S 

ULTIMATE FOOTBALL . 

MONSTER WORLD 3 . 

MOONWALKER. 

NHL ICE HOCKEY ... 

ONSLAUGHT... 

OUTRUN... 

PGA GOLF TOUR. 

PHANTASY STAR 2 ..;. 

PHANTASY STAR 3. 


.SC2116 
.SC1955 
SCI 329 
.SCI 652 


QS135 PYTHON 
JOYSTICK 
GG4029 
14.99 

SEGA ARCADE 
POWER STICK 
GG1374 
34.99 


.SC1288 


CRACKDOWN ... 

CYBERBALL . 

DARK CASTLES . 

DECAPATTACK . 

DICK TRACY . 

DONALD DUCK. 

ESWAT ... 

F22 INTERCEPTOR . 

FAERY TALE ADVENTURE 

FANTASIA . 

FATAL LABRYINTH. 

FATAL REWIND 

(KILLING GAME SHOW). 

FIRE SHARK . 

FLICKY . 

FORGOTTEN WORLDS . 


.SC1819 ...31.99 
.SC2112 ...31.99 
.SC2217 ...31.99 
.SC1957 ...31.99 

.SC127.31.99 

.SCI818 ...38.99 


STREETS OF RAGE.......... 

STRIDER. 

SUPER HANG ON.,. 

SUPER MONACO GRAND PR1X 
SUPER REAL BASKETBALL..:.. 
SWORD OF VERMILLION ........ 

THUNDERFORCE 2 .. 

THUNDERFORCE 3 . 

TOE JAM AND EARL .. 

TOKI...................................... 

TURRICAN .... 

TWIN HAWK .. 

WONDERBOY 3 .................. J 

WORLD CUP ITALIA 90 ........... 

WRESTLE WAR . 

XENON 2... 


SC2113 ...27.99 
.SC718.....35.99 
.SCI246 ...27.99 
.SCI 394 ...27.99 
SC1574 ...27.99 
.SCI575 ...38.99 
.SCI235 ...27.99 
•SC2058 ...29.99 
.SC2117 ...31.99 
.SCI373 ...27.99 
.SC1110 ...28.49 
.SCI576 ...27.99 
.SCI397 ...27.99 
SCI250 ...24.99 
.SC2013 ...27.99 
.SC584......31.99 


.SC846.27.99 

.SC2111 ...31.99 
.SC2115 ...27.99 
.SC1405 ...31.99 
.SCI 844 ...31.99 


TURBO 

Bni RAPID FIRE 
■f JOYPAD 
GG1283 

—--- 14.99 

CARRYBAG FOR MEGADRIVE 
GG2Q28 ...17.99 


.SCI474 ...27.99 


.SC2214 ...31.99 

SC047.31.99 

.SC2010 ...31.99 
.SC2057 ...24.99 


.SC2094 ...24.99 
.SC4043 ...27.99 
SCI632 ...27.99 
.SC1984 ...31.99 

•SC758.27.99 

SC1503 ...31.99 
SC1252 ...31.99 
.SC1633 ...47.99 
SC2110 ...38.99 


SEGA POWER BASE CONVERTER 

(RUNS MASTER SYSTEM GAMES) . 

CLEANING KIT FOR GAMES CONSOLES 


.SC2009 ...24.99 


.GG1234 ...28.49 
.GG2221 ...9.99 


.SCI 241 ...27.99 


Nintendo 
Game & Watch 


Sega Master System 2 

with Alex Kidd, joypad GG2054 J w *W w 
FREE Special Reserve Membership 

Sega Master System 2 Plus 

with Light Phaser, Joypad, Operation Wolf, Alex Kidd 
FREE Special Reserve Membership O A A A 
FREE extra TURBO Joypad GG2227 Q7 #W W 

.VC2118 ...24.99 SHADOW OF THE BEAST VC660 ...27.9! 

.VC2120 ...24.99 SHANGHAI . VC1618 ...19.9! 

.VC22Q7 ...26.99 SHINOBI ..VC1393 ...24.9! 

VC1957 ...26.99 SONIC THE HEDGEHOG ...VC1955 ...24.9! 

.VC127 ...24.99 SPEEDBALL .. VC185 ...24.9! 

.VC 1632 ...24.99 SPIDERMAN .. VC1652 ...24.9! 

.VC1514 ...24.99 STRIDER .VC718 ...27.9! 

.VC1489 ...9.99 SUBMARINE ATTACK .VC1573 ...24.9! 

.VC2210 ...24.99 SUPER KICK OFF .VC2204 ...28.9! 

.VC199 ...27.99 SUPER MONACO G/PRIX VC1394 ...24.9! 
.VC1388 ...24.99 SUPER TENNIS .VJ&....VC1491 ...9.95 

.VC1497 ...15.99 TEDDY BOY.VC1492 ...9.95 

.VC368 ...27.99 TOM AND JERRY .VC4042 ...24.95 


GAME & WATCH MARIO BROS 
(MULTISCREEN) .....GG4041 ...19.99 


.VC565 ...11.99 DRAGON CRYSTAL .VC1836 

DUCK TALES .VC1781 

DYNAMITE DUX.VC 1484 

ENDURO RACER .VC1488 

FI 6 FIGHTER .VC 1495 

FLINTSTONES .VC1993 

G-LOC ..VC1833 

Gauntlet ....vci382 

GHOSTBUSTERS ..VC1383 

GHOULS N GHOSTS.VC1237 

GOLDEN AXE.VC1487 

GOLFAMANIA..VC1384 

GREAT GOLF.:v.':;v*«...VC1498 

HEAVYWEIGHT CHAMP ...VC 1773 
HEROES OF THE LANCE . VC2119 

IMPOSSIBLE MISSION.VC1502 

INDIANA JONES.VC1385 

JOE MONTANA FOOTBALL VC1774 
KLAX.VC1513 


ACTION FIGHTER 

AFTERBURNER.VC1377 ...24.99 

ALEX KIDD IN SHINOBI ...VC1378 ...24.99 
ALEX KIDD LOST STARS VC1482 ...24.99 

ALIEN STORM.VC2011: ;..24.99 

AMERICAN PRO FOOTBALLVC1379 ...24.99 

ASTERIX .VC2206 ...26.99 

BACK TO THE FUTURE 2 VC1995 ...24.99 

BOMBER RAID .VC1505 ...24.99 

BONANZA BROTHERS.VC2114 ...24.99 

BUBBLE BOBBLE.VC1674 ...24.99 

CALIFORNIA GAMES .VC1500 ...24.99 

CASINO GAMES........VC1380 ...24,99 

CHESS . VC1996 ...27.99 

COLUMNS . VC1569 ...19.99 

DICK TRACY . VC1405 ...24.99 

DIE HARD 2. VC2209 . 24.99 

DOUBLE DRAGON . VC1507 ...24.99 

DOUBLE HAWK...VC2047 ...24.99 


GAME & 
WATCH 
MARIO’S 
CEMENT 
FACTORY 
GG4040 
16.99 


XENON 2 


.VC584 ...24.99 


QUICKJOY SG 
JETFIGHTER 
GG1478 .14.99 


COMPETITION PRO 
STAR EXTRA 
GG1942 .13.99 


GAME & 
WATCH 
SUPER 
MARIO 
BROTHERS 
GG4039 
16.99 


CHAMP EXPLORER 
JOYSTICK 
GG1795 


SEGA LIGHT PHASER GUN 
GG1376 
29.99 


SEGA LIGHT PHASER PLUS 


WITH TRAP SHOOTING, MARKSMAN 
SHOOTING AND SAFARI HUNT ...GG1510 

SEGA RAPID FIRE UNIT.GG1511 

CLEANING KIT FOR CONSOLES...GG2221 


SEGA CONTROL STICK.GG1509 ...14.99 

TURBO RAPID FIRE JOYPAD .GG1283 ...14.99 


SI P £ H M AR I OB t.t$ 


















































































































































































































































































NRG Colour magazine is sent bi-monthly to all Special Reserve members. Don't miss it. 
Free 8-page Colour Catalogue. Just phone our sales team on 0279 600204 
Huge catalogue. Huge discounts. Huge stocks. Over 70,000 people have joined. 
Biggest Value, Best Service. No obligation to buy . 

ANNUAL MEMBERSHIP UK £6.00 EEC £8.00 WORLD £10.00 
At Special Reserve we only supply members, but you can order as you join. 



Gameboy XO OO *JPPK S 1 HI \ m 

Tetris, batteries *0 0 • 0 0 m ?■ •U* ™ 1 

stereo headphones, two player lead ‘j 4 L\h| M BkSPmI I 

FREE Special Reserve membership! 5 :* t’Wjp. S lx -mm ‘ Tllltl M 

FREE Gameboy holsters and belt S -c- Ipv 

AND, if you buy a Gameboy and any V3 

game we'll give you a 

FREE Gamelight as well 

So, for about 90 quid, you'll get everything shown in the picture above 

BATTERY PACK FOR GAMEBOY BH-pp 

(RECHARGEABLE/AC ADAPTOR) 

(SHOWN LEFT) .GG2008...23.49 Hf 

AMPLIFIER FOR GAMEBOY 1 1 f* * ■ 

(STEREO SOUND) GG2027...13.99 4 I 

GAMELIGHT FOR GAMEBOY L 

(DARK OR DIM LIGHT) GG2026 ...9.99 ( 1 !■ 

MAGNIFIER FOR GAMEBOY I 

(2X MAGNIFICATION)...GG2078 ...8.99 %"W" 

SHOCKWARE GAMEBOY 

HOLSTERS, BELT AND . 

CARTRIDGE POUCH ,GG1477 ...9.99 ▼ * 

HARD PLASTIC CARRY CASE v 

(CARRIES GAMEBOY, LEADS ? Jg!/ 

AND SIX GAMES) ......GG4018 ...9.99 ’«— . ' 

CLEANING KIT M 

(HAND-HELDS) .........GG2222 ...8.99 


FORTIFIED ZONE . HC4032 ...24.49 

GARGOYLES QUEST .HC1653 ...19.49 

GHOSTBUSTERS 2 ...,.....HC911.24.49 

GOLF......... .....HC1426 ...19.49 

GREMLINS 2 ..HC1414 ...24.49 

HYPERLODE RUNNER.HC1990 ...19.49 

KING OF THE ZOO............HC1654 ...19.49 

KUNGFU MASTER ......,..HC2063 ...24.49 

KWIRK .. ...HC1649 ...19.49 

MOTOR CROSS MANIACS HC2068 ...19.49 
NAVY SEALS ................ HC1369 ...24.49 

NEMESIS .........HC4030 ...24.49 

NINTENDO WORLD CUP HC1687 ...19.49 

OTHELLO.......HC4033 ...19.49 

PAPERBOY.HC761......24.49 

PRINCESS BLOBETTE.HC2064 ...24.49 


QIX...'... ...HC1428 ...19.49 

R-TYPE...HC212.24.49 

RADAR MISSION .HC1808 ...19.49 

REVENGE OF GATOR .HC1651 ... 19.49 

ROBOCOP ^...HC241 ....L24.49 

SAMURAI ADVENTURE ...HC2065 ...24.49 

SIDE POCKET..HC1807 ...19.49 

SKATE OR DIE .HC1673 ...19.49 

SOLAR STRIKER .HC1429 ...19.49 

SPIDERMAN ..HC1652 .19.49 

SUPER MARIO LAND _HC1427 ...19.49 

SUPER RC PRO-AM .........HC2066 ...24.49 

TEENAGE HERO TURTLES HC1991 ...24.49 

TENNIS.HC1430 ...19.49 

WIZARDS AND WARRIORS HC1655 ...19.49 


ALLEYWAY.*.......HC1431 ...19.49 

BALLOON KID......HC1650 ...19.49 

BATMAN . t .HC2067 ...24.49 

BOULDER DASH.HC2060 ...24.49 

BOXXLE . HC2061 ...24.49 

BUBBLE GHOST ....HC4031 ...24.49 

BUGS BUNNY....HC1989 ...24.49 

B URAl FIGHTER DELUXE HC1805 ...19.49 

CASTLEVANIA .HC2001 ...24.49 

CHESSMASTER .. HC1804 ...19.49 

DOUBLE DRAGON........„..HC240.19.49 

DR. MARIO .....................HC1806 ...19.49 

DUCK TALES .HC1781 ...24.49 

DYNA BLASTER............V..HC2062 ...24.49 

FORMULA 1 RACE (WITH 

FOUR PLAYER ADAPTOR) HC1992 ...29.49 


•LAYER 


[MOTE 


N.E.S. 
Action Set 


JOYSTICK FOR NES 

GG1657 - m 

48.49 « 

ADVANTAGE 
JOYSTICK m 
FOR NES 
G1656 ...38.49 


GG4008 ^ 

with Zapper Light Gun, 2 Joypads, j_ 
Super Mario Brothers and Duck Hunt 
FREE Joypad Extender Cables 
FREE Special Reserve Membership 


CHAMP EXPLORER 

FOR NES _ 

OG4028 

17.99 


DUCK HUNT .............TC4021 ...29.49 NINTENDO WORLD CUP TCI687. .29.49 

DUCK TALES..................TC1781...39.49 PAPERBOY ...TC761 19.49 

EX1TEBIKE .....................TCI664... 19.49 PINBOT ..........;..S...TC1686 29.49 

FAXANADU i.;.;... TC1688...29.49 POPEYE ... TC1999...19.49 

FOUR PLAYER TENNIS ...TC4004...34.49 POWER BLADE. ...TC4002...34.49 

GAUNTLET 2.TC096 .39.49 PROBOTECTOR ...TCI 685...29.49 

GOAL!...TCI998...34.49 PUNCH OUT ....I...." ““. 

GOLF ....TC1677...24.49 RAD RACER .. 

GREMLINS 2 .TCI414...39.49 ROLLER GAMES . 

ISOLATED WARRIOR.TC2073...34.49 SHADOW WARRIOR 

JACK NICKLAUS GOLF ...TC522 ...34.49 SHADOWGATE.. 

KABUKI QUANTAM FIGHTER TC2075...34.49 SILENT SERVICE. 

KUNG FU .......TC2069...24.49 SIMPSONS ..TC2071 ...34.49 

LOW G MAN .TC4003...34.49 SKATE OR DIE .......TC1673...24.49 

MARBLE MADNESS .TC2217...32.99 SNAKE RATTLE AND ROLLTC1671 ...24.49 

MEGA MAN .TCI782...34.49 SOLAR JETMAN §.TC1683...29.49 

MEGA MAN 2.v.«v..TC1-698...39.49 STEALTH ATF iw..TCI682...29.49 

MISSION IMPOSSIBLE ...TC4007...39.49 SUPER MARIO BROS 2 ...TCI700...39.49 


SUPER MARIO BROS 3 TC4009 .39.49 

SUPER MARIO BROTHERS TC1669...24.49 
SUPER OFF ROAD RACER TCI347...24.49 
SUPER SPIKE V-BALL ...TC2070...29.49 
SWORDS AND SERPANTS TC4001 ...34.49 
TEENAGE HERO TURTLES TC1451 ...34.49 


A BOY AND HIS BLOB ...TC1997...29.49 

ADVENTURE OF LINK.TC2077...39.49 

BAD DUDES ...TC1697...34.49 

BATMAN...TC1699...39.49 

BATTLE OF OLYMPUS ...TC2076...34.49 

BIONIC COMMANDO .TC2072...39.49 

BLUE SHADOW ....TC4005...34.49 

BOULDER DASH ..........:.TC2060...29,49 

BUBBLE BOBBLE ...TC1674...24.49 

BURAI FIGHTER DELUXE TC1805...24.49 
CALIFORNIA GAMES ......TCI500...32.99 

CASTLEVANIA .TC2001 ...29.49 

DIGGER-LEGEND OF 

THE LOST CITY....TC2228...32.99 

DONKEY KONG CLASSICS TCI665... 19.49 

DOUBLE DRAGON ....TC240 ...34,49 

DOUBLE DRAGON 2 ......TC968 ...39.49 

DR. MARIO...TC1806...29.49 


COMPETITION 
PRO STAR EXTRA 
GG1944 ...14.99 


TENNIS 


.TCI 668...24.49 


.TC1690...29.49 
.TC2074...39.49 


TETRIS 


.TC030 


MAX TURBO JOYPAD 
GG1659 ...23.49 


.TC1093...34.49 TOP GUN 


.TCI 691...29,49 


.TC0G6 


All items are official UK versions 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE IS A SURCHARGE OF 50p PER GAME ON TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) ^FCAFOI 


Name, 


Address. 


Lynx2 Oil QQ 

GG4025 W W 

FREE Mains Adaptor 
FREE Membership 


Postcode 


Telephone 


Enter membership number (if applicable) or 


Membership fee £6 UK, £8 EEC, £10 World 


KIT CASE FOR LYNX, 
ACCESSORIES 

AND GAMES .GG1789...16.99 

CARRYBAG 

FOR LYNX ....GG2030...11.99 

COMLYNX MULTI¬ 
PLAYER CABLE.GG2051 ...8.99 

MAINS ADAPTOR ...GG1830...12.99 


Specifications for Lynx 1 & 2. 

Back-lit colour screen for night or day playing. 
4096 Colours. 64K RAM. 4 channel sound. 
Powerful 16MHz processor. 8 meg game capacity. 
Eye of the Beholder and Lemmings coming soon, 

3D BARRAGE ..RC1268 ...23.49 HYDRA . 

720 DEG REES......RC1607 ...23.49 ISHIDO . 


TOTAL £ 


ALL PRICES INCLUDE UK POSTAGE & VAT 
Cheque/P.O./Access/Mastercard/Switch/Visa 


.RC4037 ...23.49 RYGAR 


.RC1287...23.49 S.T.U.N RUNNER 


.RC1407...23.49 

_ RC1617 .23.49 

SHANGHAI ..RC1618...23.49 

SL1MEWORLD.RC1516 ...23.49 

TOURNAMENT CYBERBALL RC1620 ...23.49 

TURBO SUB....RC1619 ..,23.49 

ULTIMATE CHESS ...,.,...RC2123 ...28.99 

VIKING CHILD ..RC4013 ...23.49 

VINDICATORS....RC1621 ...23.49 

WARBIRDS ..................RC1622 ...23.49 

WORLD CUP SOCCER ...RC1624 ...23.49 

XENEPHOBE ..RC1578 ...23.49 

XYBOTS ...RC1623...23.49 

ZALOR MERCENARY ...RC1579 ...23.49 


.RC1513 . .19.99 


APB ...RC1608 ...23.49 

AWESOME GOLF ..RC4034 ...23.49 

BASKETBRAWI_...Vi....RC1609 ...23.49 

BILL AND TEDS EXCELLENT 

ADVENTURE . RC4035 ...23.49 

BLOCK OUT...RC1217 ...23.49 

BLUE LIGHTNING .........RC1042 ...19.99 

CHEQUERED FLAG .RC1610 ...23.49 

CHIPS CHALLENGE .RC1043 ...19.99 

GATES OF ZENDECON RC1045 ...19.99 
GAUNTLET 3 ........,.i....RC1041 ...24.99 

GRID RUNNER ..RC1611 ...23.49 

HARD DRIVIN’..RC785 ...23.49 


Switch Issue Number 

Credit card expiry date___ If applicable_ 

Cheques payable to: SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders: EEC software orders - no extra^'charge 
World software orders please add £1.00 per item. 
Non-software items please add 10% EEC or 25% World. 

Overseas orders must be paid by credit card. 
Hardware items supplied to UK mainlaind only. 


LYNX CASINO........ 

MS PACMAN . 

NFL SUPER-BOWL 

NINJA GAIDEN . 

PACLAND.. 

PAPERBOY ........... 

PINBALL SHUFFLE 


.RC1612 ...23.49 
.RC1514...19.99 
RC1613 ...23.49 
.RC1840...26.49 
.RC373 ...23.49 
.RC1515 ...23.49 
.RC1614...23.49 


.RC1428...27.99 


RAMPAGE . 

ROAD BLASTERS 
ROBO SQUASH ... 
ROBOTRON... 


..RC312 ...23.49 
..RC1577...19.99 
..RC1615...23.49 
..RC4036 ...23.49 


0279 600204 


Open to 8pm Weekdays and to 5pm Weekends 


Special Reserve Replay Vouchers worth £3 
or more with every NES or Gameboy game 






















































































































































































































































Reviewed! 


The game's 
been hit by lightning 
hugely playable 


A 


The new, remixed Space Invaders 
comes with Shield and Power bars, 
energized by collecting power-ups 
dropped by the Flying Saucer which 
crosses at the top of the screen. 


Whirligig xenos 

The game’s structured in 12 levels, each with its 
own stunning backdrop, some of which scroll! But 
there’s no time to ogle — the relentless alien 
attack begins immediately. 

There are three Attack Waves in each level, 
with over a dozen different ways of attacking, from 
the standard left/right then descend march to a 
swirling, circular ‘polar’ attack. The alien ships 
vary substantially and some of them expand when 
hit! 

All these ships are shown in a great little book¬ 
let which comes with the package, enhancing 
superlative in-game presentation. It also has 
drawings of the super-monsters or Guardians. 
There are three of these described, and very 
mean they look too, but they’re just as good 
onscreen: nicely drawn, quick moving, well ani¬ 
mated — and very tough! 

Getting through to these monsters is a real 
graphical treat and the only problemo is that there 
are not more of them! When you complete a level 
you either get one of these monsters to defeat, or 
the hilarious Cattle Mutilation screen where flying 
saucers nip down to carry off cattle! You must 
defend the moo-moos for loadsa bonus points, but 
fortunately you can’t die on this bonus screen! 


Invasion routes 


Should all the variety of alien hardware still not be 
enough for you, hold on to your socks because 
the new restyled Invaders also offers you 
a choice of how to progress 
through the levels. After 
each Guardian or Cattle 
Mutilation screen you 
| get a choice of which 
level to attempt next. 
This adds much needed 
variety. 

In short, Super Space 
Invaders is amazing. The game really 
has been hit by lightning, becoming a hugely 
playable update, superbly converted. A classic 
game, great in one-player mode and even better 
as a two-player — Domark have started ’92 in 
astonishingly good style! 


S pace Invaders may arouse all the excite¬ 
ment of a Metro 0.1 nowadays, and a 
remixed version can’t be that good can it? 
The Space Invader essentials are the same as 
they’ve ever been. One or two players control 
guns which move left/right across the bottom of 
the screen, trading laser bolts with the descending 
aliens. The guns still can’t move forward, 
but can collect spanking brand- 
new hardware released by 
shooting a UFO which 
flies across the top of 
the screen. j 


There’s a spectacu¬ 
lar Fire Flower smart 
bomb, four laser beams 
which bounce around the 
screen, a hyper laser that knocks out a 
whole row of aliens and a vertical laser that fires 
upwards, erasing all the aliens in its way. Other 
goodies include rapid-fire and a collectible which 
gives you some much needed bases to hide 
behind! 


Never since 
Custer has a 
land been so 
futile — and now the 
aliens are smarter, 
better armed and 
meaner. STUART 
WYNNE'S terrified, but 
brave... 
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jMU fe Don’t let the age of the title put 
[3| you off. This is a fast, furious 
shoot ’em up that’s well up to 
/today’s high standards on the 

vs/ ms. 

While playing true to the ancient 
arcade original, this latest version has a 
host of new features. Apart from the 
startling backgrounds to each of the 12 
levels, there’s a lot more to Space 
Invaders this time round. The special 
weapons, a simultaneous two-player 
mode, the Galaga style cattle mutilation 
round make this a really hot game. 

My only reservation is that the easy 
level reveals the surprises of higher lev¬ 
els too soon — especially in two-player 
mode with continue-plays. However, 
Super Space Invaders is no wimp out. 

ALAN 


OS&^iOO 

SHI EL Li gBUIER 


The invaders are tougher and smarter this 
time around, some double in size when hit 
— like those attacking below. Above you 
can see the defence bases you can 
collect, not that they're much use. 




KHIHE 


ie of the 
rhich ap 
normal 
:omple1 
re luck) 
bonus 
»creen. 
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** Get in the ring, 

® l mutha, the 
worlds 

dirtiest beat-’em-up 
is UK official and 
PAUL MELL ERICK 
gives it a right good 
kicking. 


Reviewed! 


TOTALLY STUDLY! Who knows 
what this means? Who cares? 
M * There’s none of your Marquis 

WL&JBm of Queensbury rules here! 

Your opponents think nothing 
of attacking from behind with clubs and 
it’s considered jolly sporting to throw 
barrels and chairs at your head when 
you’re down. 

There is a small but elite choice of 
fighters to control, all with their own 
unique moves. Ty was my personal 
favourite, his special move being to fling 
his opponent across the fighting area! 

The cheering and jeering crowd 
certainly add to the enjoyment of the 
game. They seem to have a mind of their 
own and join in by throwing the fighters 
back into the ring — bloodthirsty lot! 
This game is a lot of fun even if you 
consider yourself to be a pacifist, it’ll 
have you shouting ‘Got you! You nasty 
critter!’ in no time. CLAIRE 


_ IflgRK/tlllGIN 

• MEMORY; >??K 

• PLAYffcSt 1-2 

- 1:09,99 


SENTATION 


© 'PLAYABILITY* 
H f INSTABILITY 
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A fter last month’s exclusive Advance Play, 
it’s good to find the UK game is such a 
stormin’ beat-’em-up. The answer to the 
question on everyone’s bruised lips, whether the 
Mega Drive can really do arcade Pit-Fighter jus¬ 
tice is... yes! 

Atari’s coin-op caught the imagination of the 
arcade-going public when launched, due to the 
fact that the main characters and indeed the 
crowds were real. Digitized sound and digitzed 
graphics of real people added an original touch of 
realism. You could watch somebody wince in real 
life when a character was hit. 

The Mega Drive version sadly drops the 3-D 
scaling, no longer does your character’s size vary 
as he moves into/out of the screen, but this small 
sacrifice does not detract from gameplay and the 
sprites are identical to the coin-op’s apart from 
scaling. Sound is equally impressive and make for 
a superb sense of atmosphere. 


BUZZ OFF 

As you will know from last issue (if not where were 
you? get a back issue now!) you can play a choice 
of three characters; Buzz, Kato and Ty. Each has 
their own special attack move, which must be 
mastered to work your way through the ten levels 
between you and the Masked Warrior. 

You battle against different foes each increas¬ 
ingly more powerful. However you’ve got three 
continue-plays and veteran fighters won’t, unfortu¬ 
nately, find the game that difficult to complete. 

One nice touch is how various objects lying 
around the arena can be picked up and thrown, 
although as in the coin-op they can appear to float 
in your hands. Also available are Power Pills 
which appear when you smash an object — pick 
one up and you become twice as powerful. 

The gameplay itself is very good, providing lots 
of furious action and it is very satisfying flooring an 
opponent and kicking them while they are still 
down! The number of opponents is a bit small, 
but that is a problem in the arcade machine as 
well. Overall the game is great fun to play, not too 
easy and will give a good amount of enjoyment. 
The only serious flaw is the price, which is hard to 
justify —■ especially with much cheaper grey 
imports. PAUL 








































HARTSCROFT 

TEL: 081 656 6006 

65, SPRING PARK ROAD, SHIRLEY, CROYDON CRO 5E1 
(JUST OFF THE WICKHAM ROAD) 

OPENING HOURS 
MONDAY - FRIDAY 10AM • 5.30PM 
SATURDAYS 9AM - 6.30PM 





GAME 

GEAR 

Handheld 


SECOND HAND GAMES AND MACHINES AVAILABLE. 
PLEASE RING FOR RELEASES AND PRICE LIST. 

MAIL ORDER 

PLEASE MAKE CHEQUES AND PO'S TO 

"HARTSCROFT" 

P+P GAMES £1 P+P MACHINES £3.50 
FAST DELIVERY. 




DWM 


Telephone 0382 74912 

| Do you own any of the following consoles? 

Megadrive 
GameGear 
Lynx 
Gameboy 
Super Famicom 

If the answer is yes then why not get in touch. We 
stock the widest possible range of new and used 
titles for these consoles. Buy with confidence 
because DWM guarantee to buy back any game 
purchased from us, no matter how long you keep it. 
No longer will you be disappointed when your new 
game does not live up to your expectations. 

For further details send a large stamped addressed 
envelope to the address below or call us on 0382 
74912 (6pm - 8pm) Monday to Friday and 

1pm - ftnm KatnvrisivL 


Access. Vi 


SECOND HAND GAMES WANTED 

PART EXCHANGE WELCOME 
DWM CONSOLE SERVICES 
122 STRATHERN ROAD, DUNDEE, DD5 1JW. 
TELEPHONE 0382 74912 


SEGA MEGADRIVE 


BARE KNUCKLE. 39.95 

BUCK ROGERS. 39.95 

BACK TO THE FUTURE III. 39.95 

DONALD DUCK (QUACKSHOT) 34.95 

F22 INTERCEPTOR. 38.95 

GOLDEN AXE II. 35.95 

JOHN MADDEN FOOTBALL 92 38.95 

LAKERS VS CELTIC. 34.95 

MARBLE MADNESS. 39.95 

MARIO LEMIEUX. 39.95 

MERCS. 39.95 

MICKEY MOUSE. 34.95 

NHL (OR EA) HOCKEY. 37.95 

PACMANIA. 35.95 

PITFIGHTER. 38.95 

PGA TOUR GOLF. 38.95 

ROADBLASTERS. 39.95 

ROLLING THUNDER II. 39.95 

ROAD RASH. 38.95 

SHINING IN THE DARKNESS.. 44.95 

SONIC HEDGEHOG. 34.95 

SPEEDBALL II. 39.95 

STREETS OF RAGE. 38.95 

SUPER MONACO GP. 36.95 

THE IMMORTAL. 39.95 

TOEJAM & EARL. 36.95 


NINTENDO SUPERFAMICOM 


AREA 88. 44.95 

CASTLEVANIA IV. 44.95 

F-ZERO. 44.95 

GOEMAN WARRIOR. 44.95 

HOME ALONE. 44.95 

JOE & MACK. 46.95 

LEMMINGS. 49.95 

PILOT WINGS. 44.95 

SUPER GHOULS 'N' GHOSTS. 49.95 

SUPER TENNIS. 44.95 

WWF. 49.95 



El *MAIL ORDER HOTLINE !! 


♦ZAP 081 295 0556* | 

★ FREE MEMBERSHIP 

★ AWESOME SECOND HAND STOCK !! 
if PART EXCHANGE WELCOME 

if CONSOLES & ACCESSORIES AVAILABLE 
if TRADE ENQUIRIES WELCOME 

OPEN FROM 8 TILL LATE MON -SAT 
ZAPCO LTD 14 High Street Chislehurst Kent BR7 5AN 


SEGA GAME GEAR 


DONALD DUCK. 24.95 

LEADERBOARD GOLF. 24.95 

SONIC. 24.95 

SUPER KICK OFF. 24.95 


NINTENDO GAMEBOY 


CAESARS PALACE. 23.95 

DOUBLE DRAGON II. 24.95 

DUCKTALES. 23.95 

GREMLINS II. 23.95 

HOME ALONE. 24.95 

ROBOCOP II. 23.95 

SIMPSONS. 24.95 

TERMINATOR. 24.95 

TURTLES. 24.95 

WORLD BOWLING. 24.95 

WWF SUPERSTARS. 24.95 
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T he Dark Zone, was once a normal town, 
filled with life and activity, but then the 
dreaded M arrived and turned it into an utter 
wasteland (Ludlow, you mean? — Ed) But worry 
not readers, this isn’t a Sesame Street out-take, M 
is a fiendish villain with a full quota of mindless 
soldiers in his employ at the Zone’s HQ 
(EuroPress Towers? — Ed). 

Stories of disturbances and disappearances 
went around like wildfire (a bit like after the staff 
party!) and soon reached the ears of the police (it 
is the staff party — Ed). Anyway, Sgt. 

Brody went investigating and 
failed to return home for 
tea. Cue Sgt. Gray, 

Brody’s partner, who 
went searching and 
found him lying out¬ 
side the Dark Zone, 
fatally wounded. 

“Hyptonist...M..” his last 
words. I think he meant Hypnotist, but 
let’s not be too picky. Gray knew at once that he 
must avenge the death of his friend, and rid the 
town madness. It’s payback time! 

M for mystery 

You must battle — and run — through five stages 
of fierce street-fighting. Your ultimate aim is to 
defeat M, but he has an endless supply of 
demented soldiers, who get smarter on each 
level, and there’s your regular end-level super- 
baddie challenging you to one-to-one combat. 

On the plus side there’s loadsa pick-’em-ups; 
a pistol (30 bullets), rifle (10 rounds), extra ener¬ 
gy, Super Suit (improved attack ‘n’ defence capa¬ 
bilities), plus extra lives and 5-second invincibility 


(with improves speed and agility). The last two 
will be hidden, meaning you have to destroy 
something to expose them. It’s also important to 
remember our macho hero isn’t that smart; he 
can only carry one weapon so a pistol with shots 
remaining will be dropped when you pick up a 
rifle. 

Stage One features one of the many hideouts 
of the Soldiers of Darkness, who aren’t too diffi¬ 
cult to defeat — one bullet does the trick! 
Captain Blass (looking rather like a Ninja Turtle) 
waits for you at the end of the stage, he’s 
- a bit of a fatty, but still danger¬ 
ous — keep low and attack 
them from a crouch. 
Beware of the wall- 
mounted guns and 
electric shocks on 
Stage Two, where the 
soldiers are that much 
more difficult to kill. Killer the 
Kid reminds me of Freddie Kreuger, a 
nasty piece of work he’ll shoot you dead given 
half a chance! Try and have a couple of lives left 
for him. 

Stage Three’s soldiers greet you with 
grenades, and watch out for robots! Get through 
this and you’ll come face to face with Samurai 
Man, who resorts to magic if you manage to 
avoid his sword. The enemies which were previ¬ 
ously easy-peasy are becomingly increasingly dif¬ 
ficult to beat. The difficulty curve is in fact nicely 
judged, hazards such electric shocks and lazors 
add to the problems, but as you get five options 
to continue, it’s not too frustrating to be beaten 
as it only means that you go back to the begin¬ 
ning of the level, not the whole game. 


The game is 
instantly playable and 
addictive 



It s another run- 
'n’-shoot 
blaster. But is it 
bigger, better, meaner 
than the rest? CLAIRE 
MOBLEY does what a 
woman’s gotta do... 


Using continues Level Four isn’t massively 
difficult to reach, and once there you’ll find a 
mysterious room with a switch on the wall. Pull 
the switch and go on in... Level Five is M’s spe¬ 
cial treat just for you! 

M for murder 


Once the first screen appears you’ll notice the 
good clear quality of the graphics. Gray is a 
nicely animated sprite who responds well, and 
is very controllable. It is a good idea to perfect 
the technique of ‘jumpkicking’, as this is much 
more effective than punching in hand-to-hand 
combat. Watch out for the gaps between plat¬ 
forms, always a little wider than they appear! 

The game is instantly playable, and addic¬ 
tive. Simple controls and a relatively simple 
task makes the core of the game ( punching, 
kicking and shooting) very enjoyable. The 
sound quality is very clear, especially the rifle 
crack! The gameplay isn’t all that varied, but 
it’s very enjoyable and extremely playable. 

CLAIRE 
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Despite 
what Paul 
says, with 
practice 
the high 
kick can 
be very 
effective 
so long as 
your timing 
is good. 
The enemy 
on the left 
is virtually 
dead. 




S ' Af hat an original game design, horizontally scrolling, one player, jump & kick, pick 
ip guns etc. — this game is about as original as a Russ Abbot sketch! But 
monotonous play is not the only bad point, tricky collision detection and awkward 
graphics, play a part too. Whilst the backgrounds are reasonable, and the sound 
vkay, the game does not play particularly well. Levels are long, but lack variety and 
going back to the start when ‘continuing’ play is frustrating. The end-level villains are also 
disappointing, small and unimaginative, only the backgrounds impress. This isn’t a bad 
game, merely mediocre and with little to appeal to veterans such as myself. Newcomers like 
Claire could get some enjoyment though (and reach higher levels! — Ed). 

PAUL 


Samurai Man uses Oriental cunning to disappear and reappear for lethal sword 
attacks at the end of Level Three. 
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Lazy wongo that 
he is, ADRIAN 
PITT’s had 
loadsa nights out on 
the tiles with Tengen’s 
glitzy update of 
Connect Four 


Tile we meet again 


K lax has been around a while in various 
versions — the recent UK Mega Drive ver¬ 
sion was almost arcade-perfect and a 
damn sight better than the previously available 
import version. What’s its success? It’s simple, yet 
so addictive! 

Drop several rectangular tiles of the same 
colour in a row. Is that it? A sinch, eh? Of course 
not! Are things EVER{ha\ easy? 

As in other versions, the MS game’s played on 
a sloping conveyer belt, which is big, bold and 
colourful. The game screen’s nicely laid out, 
uncluttered and easy on the eye. There’s even an 
option to change the tile colours if you find them 
too confusing or garish for your liking, and the 
speed of the paddle used to catch the tiles can be 
altered, too. 

Once you catch a tile it’s dropped in the ‘bin’. 
This is the place where you make your klaxs. The 
knack is to know when to drop the tiles, where to 
drop them, when to store them in your pad¬ 
dle (up to five at a time), or 
whether there’s time to 
flick a tile back up the 
conveyer and catch it 
at a more convenient 
moment. 

You really have to 
keep your wits about 
you, ’cos if you miss a tile it 
falls to a fiery grave. The Drop 
Meter keeps count — too many missed tiles and 
the game ends. Fortunately, for a klutz like me, 
the Drop Meter can be turned off on the options 
screen! This means the only way you can die is if 
the bin fills up. But you ain’t a wimp like me... 

Wave survival 

But it’s not only a case of making klaxs hither and 
thither. In each round of the game — or wave — 
you’re given a particular challenge to get your 
teeth into. You may have to make three or more 
klaxs before the wave ends, or specifically pro¬ 
duce three or more diagonals. Or maybe survive 
40 or more tiles, or perhaps score ten thousand or 
more points. 


The combinations of klaxs you can make are 
almost endless. The more intricate patterns come 
with a lot of skill and practice — see if you can get 
to a Warp Level! There’s an immense feeling of 
satisfaction simply when you complete a wave, 
and with over a 100 to complete there’s plenty of 
challenge. 

The further you progress, the more and faster 
the tiles and the tougher the requirement for com¬ 
pleting the level. One incentive for pounding the 
old joypad, besides, points is change of backdrop 
every few levels; jungles, space scapes and even 
car parks all make a pleasant change of scene. 

Mega Vs Master 

Sadly there’s not as much sound on the Master 
System, none of the sympathetic expostulations, 
screams or cheers of the MD version, and the 
audience have forgotten to clap this time around. 
But there are plenty of spot FX and an in-game 
tune (which gets on your nerves after a bit!). I 
miss the sense of menace created 
by the tile noises of the MD 
version, but overall the 
sonics aren’t too bad. 
Most importantly game 
speed hasn’t suffered, 
play still gets fast and 
furious! 

The MS version also comes 
with a full range of options. I like the 
choice at the game’s start, whether to begin on 
level one, six or eleven. Then whenever you com¬ 
plete five levels, you’re again given a choice of 
three levels to continue from. Also there are three 
credits — lives really — but if you lose them you 
can continue-play indefinitely, although your score 
is reset to zero every time you use a continue- 
play. 

But however you play, Klax is perfect proof that 
you don’t have to spend all day slaughtering 
aliens to have a good time! Simplicity equals 
addictivity where Klax is concerned. If roof tiling 
was this addictive I’d start my own business 
tomorrow! Don’t be a square, play Klax if you 
dare!! 


projecTILE: Device Big Stu puts under our 
chairs when the work ain’t flowing! 

infanTILE: Most of the staff writers on 
SEGA FORCE! 

inferTILE: Most of the staff writers on SEGA 
FORCE!!!!! 

repTILE: Cold-blooded, air breathing verte¬ 
brate, with horny scales or plates. (Sounds 
like Paul!-Ed). 

hosTILE: The reaction we get from a software 
house when we give their game a bad mark! 

f uTILE: Trying to get me to do any work on 
a Friday afternoon! 

sTILE: Found in hedgerows, handy if you 
ever feel the need to get your leg over... 


Catching the klax 

What exactly is a klax? Good question! It’s a 
group of three or more tiles of the same 
colour placed in either a diagonal, horizontal 
or vertical row. By positioning your tiles 
carefully before dropping them, you can 
make a klax, or a combination of klaxs, 
whichever you’re clever enough to execute. 

There are different point values for the 
different klaxs you manage to produce. For 
example, a vertical row of three earns 50 
points, a horizontal row 1,000 points and a 
diagonal row 5,000. 

The astute can get four or even five tiles 
in a row. A line of four is the equivalent to 
two klaxs and five in a row equivalent to 
three klaxs. It’s possible to put diagonals 
with horizontals, horizontals with verticals, 
produce star shapes, pyramid shapes and 
so on. The more complicated the klaxs are, 
the more points you achieve. 




An immense 
satisfaction when you 
complete a wave 
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To begin with 
the tiles come 
down all orderly 
and polite, one 
by one, but just 
you wait — they 
soon start mob¬ 
bing you, stacks 
and stacks of 
tiles rushing at 
you like kids at 
home time! 


CTJTPJD Oil 


LOW 


Above points 
are the aim of 
the game, 
score 4745 
however you 
like to finish 
the level. But 
the drop 
meter is on 
and one 'life' 
has been lost. 
On the left 25 
klaxs are the 
objective. The 
worst levels 
are where you 
have to do 
diagonals. 
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Reviewed! 


Are the 
Bonanza 
Bros Sega’s 
Laurel 8 Hardy, or 
just a couple of 
stooges? ADRIAN 
PITT investigates. 




I t has to be said, there’s nothing really that 
original about Bonanza Brothers — apart from 
the well peculiar graphics of the Bros them¬ 
selves! BB is basically another run around, collect 
objects and shoot anything that gets in your way. 
But the simplest, most well-used ideas often pro¬ 
duce the best games and Bonanza Bros is cer¬ 
tainly a lot of fun. 

Robo and Mobo, the Bros, are supposedly 
hardened criminals, thieves and burglars of the 
worst sort, but we all have a devious streak inside 
us and through them we’re allowed to plunder 
willy nilly through a varied assortment of buildings, 
nicking booty by the sack load. This is a Sega 
game though, so it’s all for a good cause — the 
two thugs have been enlisted by the local 
Badville rozzers to check out a 
local man’s businesses. 

The police know that 
his casino is rigged 
and the mint produces 
counterfeit money, but 
they need proof. Robo 
and Mobo must race as 
quickly as they can through 
each of the ten locations, which 
include a department store, a laboratory and a 
pyramid (?!), collecting damaging pieces of evi¬ 
dence, (money bags, safes, briefcases and the 


like) that will eventually land this shady character 
in jail. Hopefully, if they do a good job, Badville will 
become Goodville overnight and the police will 
forgive the Bros for being naughty boys. If howev¬ 
er, brotherly love isn’t all it’s cracked up to be and 
the two blokes make a hash of the job, the Old 
Bill might just think about taking a peek at the two 
brothers’ criminal records. And they ’ain’t a pretty 
sight! 

Sacks of credit 

Both the MD and MS games play and look almost 
identical. The graphics in both are crisp, colourful 
and nicely shaded. Animation of the characters is 
adequate, but then this ain’t a furious 
beat-’em-up, so what there is in 
the animation department is 
pretty nifty. Watch as the 
two guys fling their 
swag bags over their 
shoulders and attempt 
to look mean and hard. 
The two versions move 
along at quite a pace, the 
scrolling is fast and incredibly smooth. 
Each have a great front end to them, with a fair 
amount of options. In the MD game, you can 
choose the level of difficulty and how many lives 


Both veisions 
move along at quite a 
pace 


per credit, (up to seven lives per four credits). 
The MS game offers five lives per credit and the 
option to change the time limit. You’re allowed 
three minutes to complete each level, however in 
the MS game, this can be raised to six minutes. 

If trundling round the locations all gets a bit 
too much and wildly confusing, there’s a handy 
map on screen, showing your present location, 
the whereabouts of each item to be collected 
and the route to the exit. (Press pause on the 
MS to access the map). 


Rotund villains 


Each version has its own plus points. For exam¬ 
ple, the Master System game has a bonus stage 
to complete after levels 2, 4 and 7. This involves 
leaping on a series of platforms, collecting bags 
of dosh, whilst avoiding crosshairs that swirl 
around the screen. This sub-game isn’t included 
in the MD version. Even so, Mega Drive 
Bonanza Brothers definitely has the edge over 
its little brother. Basically, because the 16-bit 
game offers a two-player option, with you and a 
friend helping each other out in the split-screen 
world of deceit and skullduggery. In the MS 
game Robo is an only child! 

The MD game is more of a challenge too. 
The security men, who’s job it is to guard the 


J 
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The MD game boasts a simultaneous two-player 
option. Above the Bros escape from the scene of 
their latest break-in via a nice, unobtrusive 
Zeppelin. 


VERSION 

256K 
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Robbing the Mint, all for the good of community security. Guards are dealt with by 
dropping massive flippin’ weights on them! Are the police really going to approve? 





































































The Bros jump from rooftop to rooftop on 
the casino job. Armoured guards are 
tough to deal with, you must shoot them 
in the backto avoid your 
_ bullets bouncing 

. -r yn,»-i , U i inn Shields. 


loot, are slightly harder to handle and there are 
more of ’em. There are also rather rotund-looking 
bad guys who have a fetish for throwing bombs 
plus hazards such as drinks cans and garden 
rakes lying around, just waiting to trip up bungling 
burglars. 

By contrast the MS version is rather too easy, I 
reached level six on my first play! — and in some 
style too, raising the time limit to six minutes 
seems rather pointless as each level is completed 
fairly quickly. The only advantage in having an 
extended limit is you get a huge time bonus at the 
end of the level! 

Arcade perfection 

As an arcade machine conversion, the game has 
been transferred well to both consoles and if you 
are familiar with the coin-op you will enjoy this, 
with both the MS & MD providing great playability 
with tongue—in—cheek graphics and sound. As 
ever, two-player mode is great fun and deciding 
who does what in a break-in adds human and tac¬ 
tical interest — especially if your plonker partner 
(ie Paul) is always needing to be helped out! The 
MS version sadly lacks this element, although the 
mini-game is some compensation as are impres¬ 
sive graphics. If the thought of sneaking through 
well guarded establishments at night — in the ser¬ 
vice of improved security, of course — is appeal¬ 
ing, then this original, playable and not overly 
difficult game is well worth considering. ADE 


T|While 
one Bros 
admires 

himself in a hand 
mirror waiting for the escape balloon, 
the other fights armoured guards. 


Comparing the MS and MD 
versions was not easy, but 
then also comparing these to 
'ttS the coin-op, well my work 

never stops! But enough, on to 
the games, both are great fun to play and 
have good graphics, with the sound 
being slightly disappointing on the MS 
and the first six levels being rather too 
easy. After that the game does get 
tougher and it won t be a push over to 
complete! However the MD version has 
the edge, not because of graphics which 
are fairly close, but mainly because of the 
simultaneous two-player option which 
provides just that bit more fun. The pace 
of the game is fast and the characters are 
a joy to control. If you’re a Bonanza Bros 
fan buy the MD version now, and give the 
MS version a whirl too. This isn’t a 
barnstormer of a game, just fun and 
amusing. PAUL 


GAME 

OVER 


While one 
Bros 

languishes in 
gaol, the 
other battles 
it out with a 
bomb 
throwing 
Meanie. Any 
Treasure still 
meeded is 
shown 
flashing on 
the map 
(Right) 


[JOB COMPLETE©! HUBBY TO THE EXIT 


JOB COHPLETEO* HUBBY TO THE EXIT 


0 RSI HP 


SENTATION 


JOB COMPLETE©! HUBBY TO THE EXIT 


fitnt 
1111 • • 

*.JOB COMPLETEOi HUBBY TO THE EXIT 
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MEDLANTIC HI TEC LTD OPEN ^ 

10 CHURCH STREET, MARKET BOSWORTH TEL: (0455) 291865 292405 MON-SAT 
WARWICKSHIRE CV13 OLG FAX: (0455) 291865 8.30am - 6.00pm 


SEGA GAMES SEGA GAMES SEGA GAMES SEGA GAMES 


MEGADRIVE + GAME.129.95 

DONALD DUCK.29.95 

JOHN MADDEN 92.29.95 

GOLDEN AXE 2.29.95 

ROAD RASH.29.95 

ROBOCOD.29.95 

MARVEL LAND.29.95 

IMMORTAL.34.95 

STARFLIGHT.34.95 

PITFIGHTER.34.95 

BUCK ROGERS.34.95 

RINGS OF POWER.34.95 

TOEJAM &EARL.34.95 

CD ROM & SOL FEARCE.325.00 

(PAL OR SCART) 

HEAVY NOVA.......38.95 

MANY MORE TITLES IN STOCK 


BUDGET GAMES 

DARWIN.19.00 

HELLFIRE.19.00 

CRACKDOWN.19.00 

THUNDERBLADE.19.00 

DICK TRACY.19.00 

WARDNER.19.00 

ARROWFLASH.19.00 

BURNING FORCE.19.00 

DJ BOY.19.00 

MYSTIC DEFENDER.19.00 

GOLDEN AXE.24.00 

ALIEN STORM.24.00 

MICKEY MOUSE.24.00 

Send all cheques/P.O. to the 
above address or phone with 
credit card details. 

Please add £1 per game, 

£5 per machine 


GAME GEAR 89.95 


SONIC.22.95 

DONALD DUCK.22.95 

COLUMNS.19.00 

WONDERBOY.19.00 

OUTRUN.19.00 

MONACO GP.23.95 

NINJA GAIDEN.23.95 

G-LOC.23.95 

WOODY POP..23.95 

GG SHINOBI..23.95 

PONGO. 23.95 

MANY MORE TITLES IN 
STOCK 



FREE 

Top 

Games, 

and 

Morel/ 


£-| 000.00 

IVE AWAY^' 


GAMEGEAH m 

0898 444 395 


DIDN'T GIT WHAT YOU WANTED FOR XMAS? WELL NOW YOU CAN WIN ITU 


WIN A PC ENGINE 


Inc. FREE 
Top Games 
and 

Designer 

Joysticks 




r SUPER FAMICOM 


BE A COOL H/F m m m _ 

FUNKYDUDEWITHTHEN Q898 444 392 


Calls cost 34p (cheap rate) a nd 45p (a t all other times) per min ind. VAT. Average call length is 4 5 mins 
For Winners list send S.A.E. to:- IstormI 164a The Broadway, London, W13 0TL. Ask permission before you call. 
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Reviewed! 


oss of consciousness through G-force’ 
is the inspiration behind the title of this 
new arcade flight sim on the Master 
System. Fortunately this loss of consciousness 
does not come in the game itself — it’s not that 
boring! Merely a fairly straight-forward pilot’s eye- 
view of air combat. 

The game is set in the near future, when end¬ 
less war has led to military forces taking control 
from civilian governments. The largest and most 
powerful of these independent forces is the CDF 
(Citizens Defence Force), who have raided gov¬ 
ernment installations and accrued a massive army 
in air, sea and ground forces. 

The UN have gone completely bonkers about 
this and decided to unleash their ‘Thunderfox’ 
fighters — the hottest thing in the skies, but as yet 
untested! 

Foxy features 

G-LOC is no flight simulator, but there a few sim- 
like options. You can upgrade through numerous 
Thunderfox models (all with varying features), a 
choice of machine-guns and auto-locking missiles, 
a damage level meter and other such realistic 
fighter features. You also get the chance to 
restock your plane and select new terrains 
between attacks from enemy forces, adding a 
degree of strategy to the game. 

Basically though it’s an arcade style 3-D shoot- 
’em-up. The flight screen is impressive, with a 
great number of enemy targets shooting by as the 
ground rushes beneath your plane. But you’ll not 


Afterburner II in 
all but name, this 
straps you into the 
F-14 for one more 
tussle with enemy 
fighters. ALAN CREEN 
reports from the 
danger zone... 

be able to loop the loop or even turn that much, 
it’s just straight action until you’ve wiped out the 
wave of enemy attack. There is a radar showing 
approaching enemy fighters, and this must be 
used to either avoid trouble or bring them directly 
into your own sights. But there’s no map of the 
territory flown over and each enemy 
that appears is ‘gone’ com¬ 
pletely once it’s left the 
immediate area around 
your jet. 


Behind you 

These things considered 
it’s a pretty fast and challeng¬ 
ing blast, although it’s somewhat repeti¬ 
tive. Battling it out over various land, sea, and 
desert scenes (all with that distant mountain 
range in the distance) you must pick off waves of 
enemy fighters, tanks, warships, and home 
bases. 

Each wave is separate, your mission being to 
destroy a certain number of the enemy within a 


Targets approach 
thick and fast, leaving 
a trail of fire 


certain amount of time. There’s a mass of infor¬ 
mation displayed in the cockpit at the base of the 
screen, including time, hits (and hits still 
required), missiles left, the radar, the level indica¬ 
tor and other useful/vital info. 

There’s also a Fleads-Up-Display indicating 
when your missiles are locked on tar¬ 
get. Using this vast numbers of 
enemy units can be 
destroyed, but your mis¬ 
sile supply is limited so 
some caution is need¬ 
ed. Not that the trigger 
happy will be too disap¬ 
pointed, your machine gun 
can fire away all the time. 

One interesting feature is the under¬ 
attack sequence. Rather than simply hearing the 
explosions of your plane getting attacked from 
behind and being wiped out in complete confusion 
and ignorance, you actually get to view of your 
own jet from behind enabling you to see the 
enemy fire and accordingly dodge the oncoming 
missiles.This makes battling it out a lot more fun 
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Divebombing the enemy fleet on one of the 
many missions in this fast-moving, but not 
incredibly playable arcade flight sim! 





WTO! 


Tl^i^CrlE 

m i s>« € r 
_ 


SENTATION 


SONIC 


• A'Jyqmiiy !■ j iUiftliny 


The narrow 
screen means 
your supersonic 
jetfighter can 
perform 

sickeningly fast 
barrel rolls, 
dodging any 
locked-on enemy 
missiles. 


MDsIBA 


and less confusing than on many flight sims. 

The graphic representation of all this is fast 
and accurate, with enemy targets approaching 
thick and fast, leaving a trail of fire across the 
screen as you blast them away. The various ter¬ 
rains behind the action scroll reasonably smooth¬ 
ly, but are somewhat pointless to the gameplay — 


you can’t crash. 

The sound FX accompanying all this are sadly 
rather weak, with an abominably annoying beepy 
tune blasting out the whole time. 

G-LOC isn’t for the serious flight sim fan, but 
Sega gamers will appreciate it as a reasonable 
arcade conversion. ALAN 


{fr Anybody who buys this game with any intention of reliving the graphics and sound 
the coin-op needs their head examining. But take those away from G-LOC and is 
?££§? there much of anything left. Sega have at least added a fair amount of options, 
allowing you to change your weapon selection, game difficulty and so on. 
Graphically the game isn’t too bad, the graphics are a little bland but the rather 
narrow viewscreen at least ensures speed; enemy fighters zoom at you and the horizon 
banks with nausea-inducing quickness — a bit more smoothness and controllability would 
be welcome, actually. The view is a little too restricted though, especially for a game 
supposedly about soaring through the wide blue yonder. You feel confined and lining up 
enemy targets in time is tough. Not a bad conversion of a game never intended for domestic 
hardware. PAUL 
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WHY GO ALL THE 
WAY TO TOKYO 
1 WHEN WE'VE GOT 
ALL YOUR CONSOLE 
NEEDS RIGHT 
HERE AT 



6 Hope Street, Hanley, Stoke-on-Trent ST1 5BS 


9:30 TO 6:00pm ORDERS & ENQUIRIES (0782) 575043 ^3 
rasa 6:30 TO 8:30pm ORDERS ONLY (0782) 267952 raga 


SEGA MEGADRIVE 

Complete withEnglish 
instructions. Will play 
English American 
and japanese games 
(no convertor 
needed). Full 12 
months parts & 
labour guarantee and 
all machines tested 
before despatch. 
English text is 
displayed on 95% of 
Japanese games. 
REDUCED TO 
ONLY 
£99.99 
+£7p&p 


Sega megadrive 

+ GAME 

As above plus 
game 

NOW ONLY 
£129.99 

+ £7 p&p 


OFFICIAL ' 

ENGLISH 
MEGADRIVE 

+PSU 

+FREE GAME 
+UK TO JAPANESE 
CONVERTOR 
+JOYPAD 

SPECIAL PRICE 
£125.99 

+ £7 p&p 


MEGADRIVE 

F22 Interceptor 
Immortal 
Robocod 
Golden Axe 2 
Road Rash 
Jewel Master 
Bare Knuckle 
John Maddens 92 
E A Ice Hockey 
Devil Crash 
Donald Duck 
Ms Pacman 
Trouble Shooter 
Sonic Hedgehog 
Space Invaders 91 
Marvel Land 
Streets of Rage 
Alien Storm 
Spiderman 
Wrestle Wars 
Outrun 
Hellfire 
Shining in 
Darkness 
ToeJam & Earl 
Mercs 
Fantasia 
Mickey Mouse 
Strider 
Street Smart 


MEGADRIVE 

IP'" Toki 9 

Star Control 
Star Flight 
Pit Fighter 
Decap Attack 
Batman 
Dick Tracy 
Saint Sword 
Zero Wing 
Turrican 
Wardner 
Mike Ditka 
Pacmania 
Phantasy Star 3 
Flicky 

Raiden Trad 
Galaxy Force 2 
Joe Montana II 
688 Attack Sub 
Xeneon II 
Crossfire 
Buck Rogers 
Back To The 
Future III 
Space Battle Gamola 
Beast Warriors 
Rolling Thunder 2 
M.Lemieux Hockey 
California Games 
World Soccer 


SEGA GAME GEAR 

Outrun .£23.99 

Holy Wars.£23.99 

Mickey Mouse ..£23.99 

Shinobi. .Ji.£2B99 

Golden Axe.£23.99 

G-Loc........£23.99 

Wonderboy.£23.99 

Head Busters ..£23.99 
Fantasy Zone ..£23.99 
Donald Duck....£24.99 
Factory Panic..£19.99 

Frogger.£19.99 

Joe Montana ...£23.99 
Leaderboard... .£24.99 
Ninja Gaiden ...£24.99 

Putter Golf.£19.99 

Sonic Hedgehog .£24.99 
Space Harrier..£24.99 

Spiderman.£24.99 

Super Kick off..£24.99 


GAME GEAR 
ADAPTOR 

Takes Master 
System games 

OUR PRICE 

Q £ 24.99 



+ Leads more.Phone for Prices 


GAME GEAR 
+ 1 GAME 

OUR PRICE 
£97.99 

+£7 carriage 



NINTENDO FAMICOM 

FAMICOM SCART 

+2 games of your 
choice. Full 12 
months warranty. 

SPECIAL PRICE 
£299.99 

+£10 Carriage 


FAMICOM PAL 
(UK TV VERSION) 

+ any game of your 
choice, full 12 months 
warranty 

SPECIAL PRICE 
£329.99 

+£10 Carriage 


NINTENDO TURTLES 

PACK 

NES + 2 pads + 
power pack + Turtles 


OUR PRICE 

£ 24.99 



WE NEED LOADS 
MORE SECONDHAND 
GAMES ON ALL 
CONSOLES. PHONE 
FOR BEST CASH 
PRICE, OR PART 
EXCHANGE YOUR 
OLD GAMES FOR NEW 
ONES 

WE STOCK MEGADRIVE, 
MASTER SYSTEM, GAME 
GEAR, NINTENDO, PC 
ENGINE, GAMEBOY, LYNX, 
FAMICOM 
VISIT OUR NEW 
SHOWROOM AT:- 
6 HOPE STREET, 
HANLEY, 

STOKE-ON-TRENT 
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HIKVRESS 


i ^/ l Okay, I can’t handle it alone without my 
^—2 l I monthy dose of SEGA FORCE. Please 

prescribe me 12 issues and rush me my free 
^■J^***^ gift* as soon as you can — I’m relying on you! 

‘(The free gift only applies for UK residents. Subscriptions outside Europe are 
posted air mail) 

• The free gift I’ve chosen is... □ MD Joypad □ MS Joypad 

7201 7202 

U G ame Gear Case (throw-up green) □ Game Gear Case (lurid puke pink) 

7203 7204 

£22 UK Mainland including FREE Gift CH 7001 Offer valid until 29th February 1992 
£28 Outside UK D 7003 • £42 Outside Europe □ 7005 

Method of payment: □ VISA L ACCESS □ POSTAL ORDER □ CHEQUE 


.• Signature 


• Address 


.Postcode. 

Make cheques and postal orders payable to Europress Direct. Send this form with 
payment to: Europress Direct, SEGA FORCE SUBSCRIPTIONS, FREEPOST, 
Ellesmere Port, South Wirral L65 3EB. 

• Phone orders: 051 357 1275 • Subscription enquiries: 051 357 2961 


BA GAMES 
IS XENOCIDE! 


ACTION, 


CWAlStW^ 


OF SEVERE WITHDRAWAL 
SYMPTOMS. IT'S NOT 
HARD TO DO, JUST COUGH 
UP THE LOOT — NOT MUCH 
- AND CHOOSE A FREE 
JOYPAD OR GAME GEAR 
CARRY CASE! 


No more suffering, no more frustration ^ J 

when your existing joypad cracks up, or when you f 

want good hard two-player action. Because SEGA FORCE is 
giving away FREE a Joypad for either Mega Drive or Master System with 
every 12-issue subscription! Or, if you prefer, you could have a Carry 
Case for the Game Gear (in one of two terrifying colours). You choose! 


GA FORCE 


AHEAD OF 
THE DROSS \ 
CROWD. IT 
COULD BE 
FATAL TO 
MISS OUT... 
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starts pouting out of the back of ttie TV set 

HH|| television with 12-months guarantee 
aerial ’ so V° u can w^tch all your 
Those historic and memorable TV 

Webb starts to do your head in, but 
most important of all, you Mega Drive and Master System owners can play your fave games in won¬ 
derful, clearer than clear Technicolor. 

Those extremely generous people at Special Reserve are giving the set away. The lucky dude who 
wins will also receive a Scart lead and free, yes FREE membership to the Special Reserve Games 
Club. 

When you become a member of this elite team, you’ll get sent six copies per year of their swank 
and trendy, 24-page, full-colour mag “NRG”. It’s brimful with reviews of the latest software and hard¬ 
ware and contains oodles and oodles of tips. You can also get loads of those up to the minute games 
you’ve longed for at a knock down price! A great package indeed and if the trusty SEGA FORCE aba¬ 
cus serves me well, this little box of booty is worth well over £185! 

Not content with that, ten runners-up will each revel in the delights of a Teqniche Turbo Rapid-fire 
joypad and be initiated for 12 months as a member of the SR Games Club. If you’d like to find out how 
jolly the folk at Special Reserve really are, give ’em a bell on (0279) 600204, they’ll be happy to supply 
you with further info on the Games Club and details of their range of hardware and software. 


SO, WHAT DO YOU HAVE TO DO? 

Good question! Maybe recite the whole of “Baa 
Baa Black Sheep” with a deckchair in your 
mouth, or eat three cream crackers with a glass 
of water on your head? No! Nothing as easy as 
that! Just answer the three well ’ard questions, 
which took several days to cook up and send 
them to: SPECIAL RESERVE COMPETITION, 
SEGA FORCE, Ludlow, Shropshire SY8 1JW, 
to arrive no later than 20 February. Good luck! 


1. What’s the name of the 
king who’s touch turnefr * - 
everything to GOLD? 

A) Jonathan 

B) Phil 

C) Midas 

2. Which animal depicts the 
STAR sign Aries? 

A) a goat 

B) a ram 

C) a bull 

3. Who’s famed for inventing 
TELEVISION? 

A) Alexander Graham Bell 

B) John Logi-Baird 

C) Esther Rantzen ^ 
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darkest part of 
Game-Freak Alley, 
ADRIAN PITT’s 
henchmen are 
ripping off bits and 
pieces from all the 
best Sega games 
going. So if you 
need patching up or 
an illicit infinite-life 
spare, just pull up 
at the kerb on the 
right-hand side... 

S TOP RIGHT THERE! Don’t turn 
another page! Don’t move another 
muscle! I’m about to divulge another 
set of grizzly, fiendish secrets to help you 
through the weird, whacky and wonderful 
gutters of Game-athon city. 

Today the PITT STOP chair, that 
throne among thrones, that seat among 
seats, has gone in for a service — dodgy 


me a monkey-wrench 
instead and told to get on with it! 

RoboCod and Quackshot feature 
strongly i this month’s bag of booty, along 
with John Madden ’92 and Decapattack, 

to name a few. 

Keep those tips a-comin’, gaming dead¬ 
heads — check out the box below to see 
what you could win for best tips, maps and 
chip butties. Besides, I gotta keep chucking 
the odd sackful of letters on the old fire in 
the corner, there’s a distinct lack of draught 
excluders in this workshop. 

£150-worth of software to 
be won! 

It’s not all cheating at the PITT STOP 
workshop. Each month THREE schmucky- 
lucky gamesters will win a £50 SEGA 
FORCE cartridge voucher each for the 
best hints and tips they send me. And I'm 
always on the look-out for big, colourful 
maps for those of you who are cartogra¬ 
phers (people obsessed with knowing 
where they are). So get crackin’. 

This month I’ve selected three voucher 
winners — Robert Peterson of Crosby. 
Liverpool for a whole bunch of tips from MS 
Action Fighter to MS Zillion 2. Martin 
Morrison of Ayreshire for getting tangled up 
with MD Spiderman. and Paul Reed of 
Leicester for MD Quackshot and 
Decapattack. 

It could be YOU next month! Send tips 
on your favourite MD. MS or GG games 
to: PITT STOP. SEGA FORCE. 

Europress Impact. Ludlow, Shropshire 


rmvmwmwmoam 

Action Fighter MS 51 

Alex Kidd in Miracle World MS 52 

Altered Beast MO 54 

Arnold Palmer Golf MD 49 

Back to the Future 2 MS 49 

Black Belt MS 51 

Burning Force MD 54 

Captain Silver MS 51 

Castle of Illusion MD/GG 52 

Columns GG 52 

Decapattack MD 52 

Double Dragon MS 49 

Fantasia MD 54 

Forgotten Worlds MD 54 

Ghost House MS 51 

Ghouls’n’ Ghosts MD 49 

Golden Axe MS 51 

Hard Drivin’ MD 54 

Impossible Mission MD 53 

John Madden 92 MD 49 
Kings Bounty MD 54 

Lakers v Celtic MD 54 

Last Battle MD 54 

Midnight Resistance MD 54 

Might and Magic MD 54 

Outrun MS 51 

PacMania MS 53 

Phelios MD 54 

Populous MD 54 

Posiedon Wars MS 51 

Power Strike MS 49 

Quackshot MD 46 

Quartet Ms 51 

R-Type MS 51 

Rampage Ms 51 

Rastan MS 51 

Road Rash MD 54 

RoboCod MD 50 

Saint Sword MD 54 

Shinobi GG 54 

Slaughter Sport MD 54 

Sonic THe Hedgehog MD 52 

Spiderman MS 54 

Stormlord MD 53 

Strider MD 52 

Teddy Boy MS 51 

Tennis Ace MS 51 

The Immortal MD 49 

Thunderblade 2 MS 51 

Thunderblade MS 51 

Toe Jam & Earl MD 53 

Twin Cobra MD 53 

Vigilante MS 51 

Zillion 2 MS 51 




indicators and trouble with the cistern. SY8 1JW. 
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has to be one of the prettiest and 
visually imaginative games on 
Mega Drive. PAUL MELLERICK shows 
not only how to complete this Megablaster, 
but also picks out some graphic high-spots. 


^yciu can OPEN THIS 
DOOR IF YOU USE THE 
HERO KEY . 99 



f ryk* fyk* rtk^ f/k^ #jh 
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00039000 
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Above is the Sweet Get the Hero Key from the 

Senorita, give her the Hero Explorer, who resides in 
Key to enter the pyramid. Duckburg, below. 




If this game’s driving 
you ape— (I thought we 
were using the quackers 
quip here? —Big Ed), 
here’s a rather hefty solution to 
solve old ’nunky Donald’s dilem¬ 
mas — hints on what to collect, 
where to collect them, and most 
importantly, when to use them. 
Take it away P Mellerick and Paul 
Reed of Leicester. 

From Duckburg, travel across town 
to the explorer, call the airplane 


IT’S BUBBLEGUM AMMO. 
WHEN YOU USE IT IH 
YOUR SHOOTER* IT 
MAKES EXPLOOIHG 
BUBBLES . ► 


_o to Mexico. Cross the desert 
to meet the Sweet Senorita. 

Call the airplane and go to 
Duckburg and collect the Hero key from 
the explorer, then travel to Mexico and use 
the key to open the door. Travel through 
the ruins till you meet Goofy, who gives 
you a note and a red plunger, which 
allows you to climb walls. 

Use the note, which reads 1 SUN 2 
MOON 3 STAR. This will become clear 



— 


mvvkizm 


call the airplane back to Duckburg. 

Using the red plunger, travel up the wall 
on the right and onto the rooftops and 
power lines of Duckburg. This brings you 
to Gyro, who gives you the bubble gum 
gun. Work your way back to the flag and 
call the airplane. 


later. Travel back the way you came and 
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Go to Transylvania and travel to Count 
Dracula’s castle. Find and defeat the 
vamp. You now get a treasure map. Call 
the airplane and go to Maharajah to fight 
the tiger for the Sphinx tear. 

To find the tiger, you must go through 
the doors in a certain sequence. There are 
several doors with the same number. You 
start at door #1. Follow this route: walk left 
and fall down, jump over the door on the 
right and carry on to the next door. This is 
door #5. Walk right into the next door — 
which brings you to door #2. Walk left and 
jump over the next door, carry on up the 
wall until you get to the next door — #6. 
Walk right, under the first block of bricks, 
slide under the next block and then jump 
up the hole to the next door and enter. 
Easy, eh?! 

To defeat the tiger, fire at him while in 
the air. This paralyses the brute and 
enables you to keep firing. 


Defeat Dracula by 
firing at him when 
he opens his 
cape to let out a 
swarm of bats. 

It's tough, but 
worth it for the 
Treasure Map. 






























































































































































































































Execute a 
small jump 
and fire. 
This is the 
only way to 

kill him, so be patient! 

After defeating the ghostie, talk to the 
Viking again. He tells you he doesn’t have 
the Viking diary, but will give you a green 
plunger. This allows you to hang onto birds 
(watch the expression on Donald’s face!). 

Go to the South Pole and stick to the 
birds passing by, then jump across the ice- 
11 bergs. Fall down into the ice and work 
your way around the ice blocks (the pink 
ones can’t be destroyed). Find the 
Viking diary and get out! 

Pete comes along and shows you 
he’s kidnapped Huey, Dewey and Louie, 
holding them to ransom for the diary and 
treasure 

map than 

nephews!) and set off to find them at Pete’s 
hideout. 


In the hideout, you must reach the hovering, 
expanding platforms. This looks hard but can 
be negotiated if taken in the following order: 
onto the first, then down to the next, then up 
and jump onto the platform. 

Next fall down onto one, then down again 
and up onto the platform. Jump across then 
down. This is the last platform but you can’t 
jump the gap. You must stand on the bottom 
platform when expanded and fire a plunger 
then quickly jump up to the expanded top 
platform and jump. You won’t make the gap 
but land on the plunger then jump up to the 
platform. 

Go right till you meet Pete and he offers 
to give you everything if you defeat him. 
Easy! Kill the other baddies in the room using 
the bubble gum gun, then follow Pete around 
in his ship. Fire at him several times and he 
dies. Take the diary, stand on the middle 
platform and use it. Donald dips the map in 
the water and it shows the treasure island. 

Go to the island, travel across the 
scenery and fall down the far hole, breaking 
the tiles as you fall. Keep walking left and 
dashing, otherwise you fall down. Carry on 
until you reach the exploding branches grow¬ 
ing out of the wall. Jump quickly to the top 
and walk right. 

This brings you to the invincible bridge. 
As you jump, a brick appears, which you 
must land on. This is very tricky and needs a 
lot of practice. 

Past the bridge you bump into the final 
guardian. To kill him, dodge the sword he 
throws and stick a plunger to the wall. When 
the bricks fall down, stay on the wall then 
quickly fire at him 

n m before the sword 
comes back. (This 
wfffBm • is VERY HARD!!) 

Happy plunger¬ 
ing, folks! 


Egypt and ice 

Travel to Egypt and use the Sphinx tear to 
open the door. Once inside the pyramid, 
take the short cut from the ladder, climb up 
to the top, then continue up to the secret 
room. Now go up again, then left across the 
flaming pits. 

When you get to the tiled floor where the 
roof comes down, use the note Goofy gave 
you — it’s the sequence you need to jump 
on the tiles to stop the roof falling in. Go up 
and collect the Sceptre of Ra and climb 
down the ladder to the minecart. 

Go to the Viking ship and continue till you 
reach the mast. Go up to the crow’s nest. 
Talk to the Viking and set your flag. Now call 
the airplane and go to the South Pole. 

Find the frozen key and use the Sceptre 
of Ra to smash the ice. Go back to the 
Viking ship, use the Viking key to 
go into the ship and travel to the ^""3 
centre, where there’s a door. This r 
takes you to the Viking ghost. To r >Jj 
kill him you must fire at his head L 
when he lowers his shield, f 




■ Big Bad Pete’s Hideout 
The hardest part? Timing 
__ your leaps 

Mm is critical! 


■ These hovering platforms 
look tricky, but with careful 
maneouvring can be 
negotiated easily! 
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CODES 

D37LLW47 HOUSTON 
D4ZR6DNL HOUSTON 
D5P3SJDX HOUSTON 
C931VDH4 WASHINGTON 


SEATTLE 

BUFFALO 

WASHINGTON 

MINNESOTA 


close to a first-down, use the goaline set¬ 
up, the attack, centre play. This puts you in 
a good rush position to stop yardage being 
made. 

When on offense, there are several 
things to remember. First, take note of 
what Madden has to say about the teams 
at the start of the game, ie Houston like to 
pass and use the run & shoot set up, 
Buffalo like to run with the ball (No. 34 is a 
demon running-back). 

It’s worth noting wide receivers can only 
take one tackle, while running-backs can 
crunch-tackle through several players. 

When your quarterback is in posses¬ 
sion, give him plenty of time to throw the 
ball. When receiving a catch, try to stand 
on your circle, motionless; this enables you 
to get the ball. 

When converting a point after a touch¬ 
down, select middle power with no direc¬ 
tion and this should go through — a little or 
a lot of power sends it veering left or right 
respectively. 


Our faithful friend, P Mellerick, 
Pjj]jNL| strikes again, this time with 
r some big and beefy tips for 
that excellent Gridiron game, 
John Madden ’92. 


nickel defence, the best set-up is to read 
the play and use a bump & run (so, nickel, 
read, bump and run). To gain even more of 
an advantage, move your liiebacker (No. 
53) onto the second row of defence, for¬ 
ward, just in front of the line of scrummage 
(careful, don’t go offside). Now rush the 
quarterback. This takes practice and skill, 
so persevere! 

When tackling, try to dive ([A]), as this 
gives you more power to stop the guy car¬ 
rying the ball. Some players still need more 
than a tackle, though. If they manage to 
gain a few 
yards and are 


As the game’s been reprogrammed, tips 
that worked in the first game may not have 
the desired effect in the updated version. 
Strategy-wise, this one’s still a minor 
headache. 

In defence, it’s always wise to try to 
rush the quarterback, as this gives you an 
opportunity 
to either 
sack the 
quarterback 
or tackle the 
running- 
back when in 


possession. 

The best set¬ 
up to use is the 
nickel defence, 

because this 
provifef' good 
linebacker cov¬ 
erage and rea¬ 
sonable zonal 
tackling, if need¬ 
ed. 

Within the 



Ufj3 


Is Marty in a muddle in 2015? 
J met h Here are some hints and tips for 
, i all five levels of this time travel- 
' 7 ling buster! 

Ulssism 1 

There are seven streets to zoom through 
before you get to the Town Hall. Collect 
the bonus objects that appear in the road 




— they give you extra energy. 

After you’ve played for a time, you’ll 
find the safest parts of the screen. 
Usually, the bottom right-hand corner 
works fine on streets 1 and 5. On streets 
2, 4 and 6, stay in the bottom right-hand 
corner, as near to the pavement as possi¬ 
ble. When Griff appears, either punch his 
lights out pretty sharpish or travel round 
m—mmmm him in circles, avoiding his 

beating! 

llssiii 2 

Use the pause button 
here, but make a sketch 
of the layout etc first, as 
the figures disappear 
when the game’s paused. 
Always remember, as 
soon as a door opens, 
someone walks through it. 
jmm Think ahead, that’s the 

key! 


3Mm a 

It’s a fairly easy section, this one. Just 
make sure you jump over the boulders 
and motorbikes. The best way to do peo¬ 
ple in is to just crouch and kick. Keep 
walking and carry out this method of 
attack all through the level. 

Htssfan -1 

Start at the top left-hand corner and com¬ 
plete the sliding puzzle in rows. You now 
have all the organised bits on one side, 
which leaves space to rejiggle the other 
parts. Use the pause from time to time to 
work out what’s going on. Remember, 
there’s a time limit, so that pause button 
comes in very handy! 

i/lissnTffl 3 

The same method as Level One. This 
time, ensure you pick up as many bonus 
items as possible as there are even more 
meanies to zap your energy. 


■ DOUBLE 
DRAGON (MS) 
Tearing your 
hair out on the 
later levels of 
this coin-op 
conversion? Try 
jumping 30 
times at the 
start of every 
level, and hey 
presto, you’ll be 
slaughtering till 
the cows come 
home! 

■ THE 
IMMORTAL 

(MD) 

Here are codes 
to reach Levels 
Five, Six and 
Seven 

respectively. 
D4BFD41OOOEB 
0 (Shrinking 
Level) 

BCFEF51010A4 
1 (Spider Level) 
6B10F61010AC 
L (Norlac Level) 

■ ARNOLD 
PALMER GOLF 

(MD) 

I’d heard there 
was a secret 
tournament 
somewhere in 
this game and 
now I’ve found 
it! In the 
password box, 
enter ‘f’s 
across the top 
part and ‘9’s 
across the 
bottom. 

■ POWER 
STRIKE (MS) 

On the title 
screen, push 
down, right, 
down, down, 
left, right, up, 
right and [1] 
twice. You get 
ten lives! Aren’t 
I good to you?! 

■ GHOULS AND 
GHOSTS (MD) 
Need 

invincibility? 
Press the reset 
button four 
times, then 
when the title 
screen pops up, 
press [Ajfour 
times, up, 
down, left, 
right, hold [B] 
and press start. 
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need to flutter those feathers j 
if you’re going to find him. 

If you walk left from the I*-* >** 
start, locate the top tennis ball ■ I M 
and leap. There are two extra I 
lives hidden in the roof. HI 

If you’re greedy for bonus- p 4 * P*- 
es — and who among us r** 
isn’t? — there’s a teensy I 
weensy room about four | 
screens from the extreme right I 
of the section. It’s positioned p ~ F* m 
at the very top of the playing r 
area and can’t be reached gy/ ^ 
unless you push the nearby 
plunger. A platform falls and stops under 
the bonuses. 

When you find the 
boxing and weights 
section, you notice one 
of your targets in the 
room above. The only 
way to get to it is travel 
to the top room at the 
end of the section and 
knock a plane out of a block, get inside 
and have a good old zoom about! 

Left of the exit pole, just above the 
start point, is an extra life. It’s hidden 
behind the far left boxing glove. 

Board 

games level 

There are four exit 
poles at the end. 
This is what hap¬ 
pens when you 
select one: the first 
pole returns young 
Coddy back to this 
section, pole two is 
L the usual, run-of-the-mill exit and 
\ takes you onto the next section, the 
third pole takes you to a couple of 
I bonus rooms, and pole four com¬ 
il pletely warps you out of the level. 

In the bonus room you can 
either go left or right from the start. 
If you go right, beware of the three 
W blocks in a row, they’re filled with 
V poison. Blocks to the left contain 
W extra lives. 

f The exit poles take you to another 
bonus room, but be careful, the blocks 
have been switched — the bad blocks 
are to the left and the good ones are on 


Sports level 

First and foremost, don’t forget to check 
the roofs for extra credits and bonuses 
— there are plenty of ’em! 

It’s possible to skip this level, but if 
it’s extra points you’re after, have a trun- 




die through. If you’re lucky, you can find 
a couple of extra lives in the first section. 
At the exit beacon, try to jump into the 
roof above the pole. 

While in the tennis and cricket area, 
make sure you grab 
the wings on the i ij 

right of the exit, j \ rj *•*** 

There’s a penguin ;*Jh_ fafeg 

hidden fairly high up 
and you f l 1 1 


00000001 


• If you’re having trouble saving 
Christmas from the clutches 
of the evil Dr Maybe, here’s j 
a plethora of pointers from ’ 
John Thomas in East Lothian to 
see you through the abundance of ^ 
levels. It’s a fishy tale, to be sure... 


mor i 
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float to earth! 

Travelling through the cake zone, there’s 
a bonus on the plates at the end of the sec¬ 
tion. There’s a hidden room above the very 
first Bertie Basset that appears. Jump on the 
barrel of icing to find it. 

Believe it or not, there’s another secret 
room, in the roof to the right of the barrel. You 
can walk through the chocolate border to the 
exit. 

In the Aero section, there’s a hidden 
room, which is reached via the first moving 
platform. There’s a penguin in here and an 
invulnerability bonus, to 
boot! 

Aits level | ^ 

A fairly easy \ ~ 

one, this, but ft*' ’ J 

if you want * 

the bonuses \ * • W * 

scattered 

fairly high " 'fXIV 

up, you III 

need to 

negotiate 

the moving jj Jppik jjP* 
platforms. 

In the 
paint sec¬ 
tion, there’s Am*** 
a tunnel to . r* * r 
the right of ;% * r # ~ # 

the exit, ' ' 
leading to another bonus room. 

There’s a hidden room to the right of the 
first moving platform and a bonus near the 
birdies. Take this, then continue through the 
right-hand part of the cavern into a tunnel full 
of bonuses and a secret room. 

In the bonus room you’re confronted with 
an exit pole. This isn’t the real one and hit¬ 
ting it takes you back to the start of the 
section. The real pole is to the right, sur- 
rounded by bonus credits. 


Grant 

fmek Asher 
from 
Cumber¬ 
nauld has sent in a 
plethora of tips for 
all you Master 
System owners. 
■ R-Type 
On the restart count¬ 
down, rotate the 
control stick continu¬ 
ously for up to 12 
extra credits. 
■ Vigilante 
Press up and left 
and button 1 for a 
level select. 
L ■ Ghost 

p It House 
' Keepjump- 

. ing on the 
4% arrows 

that are 

t fired at 

you and 
I after a while 
you’ll turn 
golden and 
become 
I invincible for 
I a short time. 
% I* ■ Golden 
Axe 

When you lose all 
your continues, you 
can get an extra 
one by pressing up 
and left and button 


A man who knows all there 

v rn& - is t0 know about Master 
\ System games is Robert 

Peterson of Crosby, 
Liverpool. He’s sent in oodles and 
oodles of tips. Our Rob deserves a 
£50 TIP VOUCHER methinks for all 
that hard work he’s put into this lot! 
Well, lets get crackin’ with all those 
goodies... 

■ Action Fighter 

When a helicopter appears, turn back 
into a motorcycle and it will vanish. 

■ Black Belt 

When the screen flashes blue during the 
opening titles, press reset and you will 
start with infinite lives. 

■ Captain Silver 

To continue after the game ends, press 
UP and LEFT together. 

■ Out Run 

Hit start and wait until the radio appears. 
Now press right, left, down and up to 
enter the sound test. 

■ Poseidon Wars 

To continue where you drowned, press 
DOWN, DOWN, DOWN, RIGHT, 
RIGHT, UP, UP and LEFT. 

■ Quartet 

For bigger bullets, press pause 14 times 
on the title 

■ Rampage 

To start off where you died, hold down 
both buttons when game over appears. 

■ Teddy Boy 

On the title screen, push UP, DOWN, 
LEFT, RIGHT. A new screen will 
appear. Now press UP nine times. 
Press 1 and you can select your start 
level. 

■ Thunder Blade 

For an indestructable chopper, press 
UP, DOWN, LEFT and RIGHT on the 
title screen. 

■ Thunder Blade 2 

For EXTRA CONTINUES, press Button 
2, down and right when Game Over 
appears. 

■ Zillion 2 

Press 1 and 2 and UP to restart on the 
level you died on. 


In the dominoes and playing card 

section, keep a look out for a cavern that’s 
slightly emptier than the rest. It contains a 
blank domino. If you walk through it, you 
find a bonus room and an exit to the next 
level. 

The astute will notice an extra room 
near the end of the section, above the 
cards. There are bonuses galore inside, 
with a bonus exit and an aeroplane. 


Sweetie level 

Bonuses can be found in the bottom left- 
hand corner. Find two statues and leap on 
them for extra points. Stand on the statues 
until your bonus stops, then jump up and 
grab the brolly. Collect the pennies as you 


■ Rastan 

Press reset and 
then buttons 1,2 
and the down and 
left button. The logo 
will turn blue to indi¬ 
cate that you have 
infinite 
continues. 
■ Tennis Ace 
Type in the pass-, 
word NKOF vj 
VLG LKG 3 
FCKK this' 
takes you to 
the very last 
game. 


And that’s your lot, James 

Pond fans, 

make of it 

what you / 

will! to m 


























■ STRIDER [MD) 
Press the 
joypad down, 
then press [A], 
[C], [B], [C], [A], 
while the 
master is in fits 
of hysterics, 
and you get all 
your energy 
replenished 
each time you 
die! 

■ COLUMNS 

(QO) 

When in Flash 
mode, select 
height 9. 
Choose your 
level of 
difficulty and 
start the game. 
This may sound 
strange, but 
now end the 
game! When 
the Flash Demo 
breaks the 
Flash Back, 
you get to see 
different 
endings, 
depending on 
which difficulty 
level you 
chose! 

■ MICKEY 
MOUSE, 
CASTLE OF 
ILLUSION (MD) 
On the title 
screen, hold 
down [A], [B], 
[C] and press 
START. Mickey 
now turns into 
a wee ghostie 
and can travel 
through walls, 
enemies etc 
etc. 

■ ALEX KIDD 
IN MIRACLE 
WORLD (MS) 

As soon as the 
Game Over 
message 
appears, hold 
the controller 
in the up 
position and 
press [2] eight 
times. Now you 
can continue 
where your last 
game ended. 
400 coins are 
needed to 
execute this 
one so you’ll 
need some 
spare pennies. 



On IpvpI four collect thi 


going until you reach a room that con¬ 
tains a button, a barrel and two insects. 

Throw the barrel and button at the 
insects. You can then use the barrel to 
climb up the ladder to the right. Kill the 
insect you find on the next screen and 
pass another jigging ‘A’. You should find 
a drop in the floor nearby. Mickey can fit 
through this. 

Jump up and press [2] twice. The 
floor opens and Mickey falls into a 
secret room with treasure chests inside. 
There’s a coin and an extra life to col¬ 
lect. 


rv. This ghoulish arcade- 
juipt adventure was well- 
yffljypi* received last month and 
here, for all you ardent 

I Decappers, is what you need to 
know for its completion thanks to 
Paul Mellerick and Paul Reed from 
Leicester. As you know, when you 
* reach the third stage of every level 
you need to find a special item in 
order to finish the stage — here's 
how to find them, stage by stage. 


MeiiericKs M . ■ fl 

srs. f . ^ 

this ) 

n r ? m ’ 
doing 

any real work 

“Big Ed) - get 

Sonic through the ■ 

Green Hill Zone, levels 1 ,M r 

or 2, in less than 29 sec- 

onds for a 50,000-point jHL^Vj 

bonus. It can be 

done, but don t A 

hang around . _ .. . M 

or else you're 

dead meat. The biggest obstacles are 
the rocks — get the bounces paced 
just right and they don : t hold you up. 

And another cheat from yours tru- 
iey. When the title screen appears, 
press up, [C], down, [C], left, [C], 
right, [C]. Press START and hold 
down [A), if your score iine is a series 
of letters and figures, the trick's 
worked. Press [B] to get into the pro¬ 
grammers 1 debugging mode. Now you 
can create your own Sonic hell. [A] 
changes Sonic into another sprite 
(keep pressing to cycle through), [Cj 
places the sprite. 


into it, walk (sorry, swim) back 
until you see you statue and 
smash it. 

Level 4-3 

Travel through the first bit of water 
and along to the next one, go left 
then down the hole, left over the 
lava pit to the statue. 

Level 5-3 

Go right over the first two lava pits 
to the third one and destroy the 
-■ statue. 

Level 6-3 

The secret item is hidden in the statue, 
which is situated above the molten lava 
and under the ice, in 
the middle of 
the stage. 


'O 


Level 1-3 

Fall down immediately from the plat¬ 
form you "are on, walk right, see the stat¬ 
ue, smash it, collect the item. 

Level 2-3 

With this level you need to follow the 
landscape first, fall down, then go up, 
then down again. Walk as far left as you 
can and jump up to the platform above 
you and smash the statue. 


! Level 7-3 

- 1 The item is in the water protected 

by the fish-like creatures. 


Level 3-3 

Jump up onto the clouds and keep going 
right when you will see two columns of 
arrows, jump down between them to land 
on the rocks on top of the water. Walk 
right along the top of the water, and fall 


End-of-Level 

bosses 

Each boss, has a weakness, but 
you need to know where, well 
now you do. 

Level 1 

When he makes his run towards 
you run to the right of the screen 
when he turns around, come 
behind him and fire away. This 
should finish him off. 

Level 2 

This massive frog looks very intim¬ 
idating but don’t be put off. Wait in 
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the middle of the screen and when it 
jumps for you, position yourself just in 
front then fire away, 
x Don’t forget that the 
mini-frogs it fires 
< \ can be destroy- 

\ ed as well. 


- — r f / When he app- 

) ears use y° ur 

/ jump higher & 
vv move faster spell, 

^*' ■ 1 1 and jump up to 

attack his head, this will 
take some time and you may need to 
use the spell again. His firepower is 
very easy to dodge and should not be 
too much of a problem. 


mmmmmn 


■ STORMLORD 

(MO) 

Get five extra 
lives! Pause the 
game, then 
press [A] four 
times, [C] 
twice, [B] three 
times, [C] once 
and then [A]. 
Bingo! You’re 
only allowed up 
to nine lives. 

For extra time 
pause the game 
again and press 
[B] once, [A] 
three times, [C] 
once, up three 
times and [A] 
three times. 

■ PACMANIA 

(MS) 

To find the 
hidden level on 
Tecmagik’s 
spiffing little 
game, just 
munch all those 
dots, but DON’T 
eat the power 
pills. When a 
mystery icon 
appears screen- 
centre, munch 
it and you go to 
the bonus level. 
If the ghosts 
gobble you up 
on this level 
you won’t return 
to the start of it, 
so make sure 
you amass 
loadsa points. 


■ TOEJAM AND 
EARL (MID) 

Our team at 
Sega Towers 
played this 
game to death 
and accidentally 
came across a 
secret level. Go 
to the third level 
and find a pair 
of wings. Don’t 
use them yet. 
Jump into space 
and land on 
Level Two. 

Jump off again 
and land on 
Level One. Then 
do the same and 
you find yourself 
on the secret 
level. There are 
loadsa presents 
dotted around 
to tickle your 
tastebuds. 


IMPOSSIBLE MISSION 






If Impossible Mission is prov¬ 
ing to be a mission impossi¬ 
ble, those kind folk at US 
GOLD have sent in a plethora 
of tips to help you out. 

• Your ex¬ 
ploration of 
the tunnels 
and cham¬ 
bers that 
comprise Elvin’s underground stronghold is 
mapped on this panel. Try to work from left 
to right across the complex, remembering 
where Elvin’s control room entrance is and 
where the two Code Rooms are located. 

• You will usual¬ 
ly have to get 
past a robot to 
search an item of 
furniture. You 
can somersault 

over a robot by pressing Fire 1, but practice 
your timing! 

• Use the lifts 
to move be¬ 
tween platforms. 
When you are 
standing on a lift 
press UP/DOWN 

on the joypad to move. Remember, when you 
are planning how to search a room, also 
think about how you will get out! 

• To search a 
piece of furniture, 
stand in front of it 
and press UP on 
the joypad. The 
word SEARCH¬ 
ING appears with a red bar underneath. 
This shows the time it wil take to search. If 
you are being attacked by a robot, you can 
come back later to resume your search of 
furniture. 

• SNOOZE 
ICON - With this 
icon you can use 
a COMPUTER 
TERMINAL (In 
all rooms) to 

DISABLE ROBOTS - This will temporarily 
stop all robots, enabling you to quickly 
search more difficult furniture items. Don’t 
waste this icon on searching just one item, 
but wait until there are several close by that 
you can search quicky. 

• LIFT RE¬ 
SET ICON - 
With this icon 
you can use a 
COMPUTER 
TERMINAL to reset all the lifts in a room to 
their original position. This can be useful if 
you have fallen to a lower platform or to 
escape from a chamber. 

• If you have a 
SNOOZE icon, 
you can disable 
robots. If you 
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have LIFT RESET, you can select RESET 
LIFTS. Without the icons, you will be told 
PASSWORD REQUIRED. Select LOG 
OFF and find an icon! 

• Amongst all 
the chambers 
are 2 CODE 
ROOMS, where 
you can earn 
some extra 
SNOOZES and LIFT RESETS. Walk up to 
the console and press UP. A sequence of 
squares will flash accompanied by a musi¬ 
cal note. Use the glove which will appear to 
touch each square in ascending musical 
order ie. from low to high notes. When 
successful the board will flash and award 
you a SNOOZE or LIFT RESET. 

You can use the Code Rooms as often 
as you like, but each time the sequence 
will get longer. You can quit at any time by 
touching the orange bar at the bottom of 
the checkerboard. 

Remember where the Code Rooms 
are in case you really need a SNOOZE 
or LIFT RESET, but don’t spend too 
much time on them if you don’t need to. 

• To solve the 
puzzle pieces 
and discover the 
letters of the 
secret password, 
press Fire 2 to 

access your Pocket Computer. All of the 
puzzle pieces you have collected are 
stored on the pocket computer. Use 
these arrows to look through all of the 
pieces. 

• You can also 
access the main 
computer via 
your pocket com¬ 
puter, by tele¬ 
phone. Highlight 

the telephone icon and press Fire 1. 
Each time you call the main computer it 
will cost you 2 minutes, but it’s worth it! 

• The puzzle 
pieces as you 
collect them may 
be back to front, 
upside down etc. 
If you select this 

option the main computer will correctly 
orientate the puzzle pieces. 

• You can also 
check with the 
main computer 
whether you have 
enough puzzle 
pieces to solve a 

puzzle and find a letter from the secret 
password. A completed puzzle looks like 
a computer punch card. Each one is 
made up of 4 puzzle pieces and reveals 
one letter from the secret password. 
There are 9 letters in the password. And 
in the words of good oP Brucie “That’s all 
there is to it!” 
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His knowledge of Spider-Man 
on the Master System wins 
Martin Morrison of Ayrshire a 
mega £50 SOFTWARE 
VOUCHER! 



First set the option screen to Nightmare 
and kick all the lampshades on the first 
stage. The bulbs will smash and the 
screen will go dark. You’ll still be able to 
see where you’re going, but the baddies 


won’t see you. 

On the second stage, when you fall 
down the pit to get a key, Venom might 
appear rather than the bats. Venom is 
easy to kill, take a picture of him. 

On the third stage, go to the near end 


of the screen and you will see two blue 
boxes. Kick the top one and everything will 
go dark. When you kill Electro, you will go 
to the stage where you got the key. Don’t 
travel up the middle, go to the very left- 
hand side of the screen. Go right to the 
top, kick the blue box. Do this on the right- 
hand side too. All the electricity will go off 
and you can get a key. Now position your¬ 
self so you drop to the left-hand side of the 
screen. You will see a Game Gear flash¬ 
ing. Collect it and when you get the 
chance to rest or continue, the message 
“Button 1: Continue or Button 2: Game 
Gear” will appear. Press Button 2 and you 
will go to a Pac-Man type stage. Collect all 



the keys, but 
watch the two 
Venom’s that 
chase you. If they get close, press Button 
1 and you can web them for a few sec¬ 
onds. 

On the fourth stage, kick all the street 
lights. Don’t try to fight Sandman or web 
him, because nothing happens. Get him 
near a fire hydrant and kick it. Don’t forget 
to take a picture of him. 

On stage five, kick all the lamps. If 
you’re short of life, punch the US mail 
boxes and you’ll get extra energy. When 
you come face to face with Hobgoblin, fly- 
kick him, but take a picture first! 



T i p s m a s t e r 
extraordinaire, 
Paul Rigby has 
been busy cheat¬ 
ing on his Mega Drive. Cast 
your peepers on what he 
has to offer! 

Alien Storm 

To stay alive after you die, you 
must have enough energy to 
do your extra move and you 
must be the robot, Scooter. If 
you die while using Scooter, 
use his special attack and you 
won’t die. You will have to 
build your lives back up, but it 
does avoid losing one life. 
Arcus Odyssey 
Enter the second room in Act 
3 bonus chests. In Act 4, 
watch for the shadows on the 
floor. There’s a pack of drag¬ 
on’s waiting to attack. 
Burning Force 
To get 10 lives per continue, 
press Start on the title screen 
so that START/OPTION 
appears. Press B, A, B, A, A, 
C, A, A and Start. 

Hard Drivin’ 

If you can’t beat the Phantom 
on the stunt track, then try the 
speed track. In the champi¬ 
onship lap, turn right instead 
of going straight ahead. You’ll 
pass over the turn signs and 
find yourself battling the 
Phantom on the speed track. 

To get traffic on the 
Practice Track, play a regular 
game then when you finish 
and return to the title screen, 
press C to enter the Options 
screen. Set the game to 
Practice. Hit B and C, the 
press Start to exit the menu. 


King’s Bounty 

Use this code to see the end 
screen: XYZ-YZ-VZC JAH-DO- 
MBP YRO-PB-6HW 276-3W- 
PNT 3YW-X7-5QG 

VVR-TQ-PON DA9-64-8RC 
Now type in these coordi¬ 
nates on the continentia: X=21, 
Y=38. Fly to these coordinates, 
since your entire is composed of 
flying creatures. Choose the 
Search The Area option and 
prepare for the ending. 

Midnight Resistance 
To select a stage, when the title 
screen appears, hold down C 
and press Start. When you begin 
the game, press Start to pause 
and then hit A to advance one 
level. You can repeat this trick 
endlessly to skip any level. 
Might and Magic 
Free Food- In your list of com¬ 
mands, select Share and then 
Food. Do this several times and 
your entire party}s food supply 
will increase. You can go 
beyond the limits of 40 units with 
this cheat. 

Secret Treasure-Place two 

hirelings in your party and go 
out to get attacked by the 
enemy. After beating the 
enemy, dismiss one of the 
hirelings and search for the 
treasure chest. 

Slaughter Sport 
To select a character other than 
Rex, using the following 
sequence on the title screen: 
Bonapart Up, A, C 

Edwina Left, B & C, C 

RobochiC Right, Up, Down 

Stump A & C, Right, C 

Ramses Right, Left, A 

Webra A & C, Up, Right 


Guano Up, Right, A & B 

McFire Down, C, Right 
Skinny Right, Down, 

Right 

Sheba B & C, B, B 

Brainiac Right, Right, C 

Buff Left, C, B 

El Toro B & C, A, Up 

Spidra A, Down, B 

Phelios 

To gain extra continues, during 
the Chapter 1 introduction 
screen, press C, A, B, A, C, A, 
B, A. This brings the total num¬ 
ber of continues up to 9. 

Expert Mode- After you fin¬ 
ish the game in Advanced 
Mode, return to the options 
screen. There should be an 
Expert Mode added to the list. 
Populous 

Stage Select- To select stages 
without a password, first choose 
“New Game” and wait for the 
password prompt. Now hold 
down B and press Up and 
Down on the control pad. You 
should see numbers appearing 
instead of letters. It will take 
some experimenting, but by 
entering these numbers you’ll 
begin selecting new levels. Try 
multiplying the number of the 
level you want to reach by 5. 
Saint Sword 
Level select passwords: 

Level 3-1: IQW1EL 

Level 4-2: KWWKQQ 

Level 6-1: S2YY2Y 

Level 6-2: SOGZAL 

Level 4-1, Second Quest: 

K2J0CK 

Level 5-2, Second Quest: 
QW10C2 

Level 7-2, Second quest: XXK- 
SIS 


Altered Beast 

CONTINUES: When you die, 
hold down the A button and 
press Start repeatedly until you 
appear on the screen on which 
you died. 

OPTIONS: Hold down B and 
press Start during the title 
screen for a set of options. 

SELECT THE BEAST: 
Change into the beast you want 
on each stage by pressing 
DOWN and LEFT while holding 
all three buttons during the title 
screen. 

ROUND SELECT: Choose 
your round on the option screen 
and then hold down A and Start 
on the title screen. 

SOUND TEST: To hear all 
the sounds and music in the 
game, press UP and RIGHT 
while holding down A and C 

ATTACK THE CREDIT 
SCREEN: When you rescue 
Athena and the credits appear, 
kick or punch them to scroll 
them downwards. 

Forgotten Worlds 
Unlimited Continues: When 
playing the two-player game, 
you can always continue as long 
as one person is still alive. By 
pressing Start on the second 
controller before the game ends, 
a single player can keep a game 
going for as long as is needed. 
Last Battle 

After a game has ended, press 
and hold A, B and C and then 
Start when the screen reads 
“Legend of the Final Hero”, 
you’ll be able to continue. This 
only works for Level 2 and 
above. 

Twin Cobra 

For the end sequence, press 
Start to reach the green title 
screen and press Up, Down, 
Right, Left, A, B, C and Start. 



■ ROAD RASH 

(MD) 

More codes, the 
first two allow 
you to start the 
game on Level 
Four, the other 
two, Level Five. 
OOOOO 01 DUO 
000M9 2ICVJ 
OOOOO 05BJ1 
0059U 574C8 

■ LAKERS VS 
CELTICS (MD) 
Type in 3L2 

GJS and the LA 
Lakers play 
against 
Philadelphia. 
Only one game 
is needed to 
win the final. 

■ SHINOBI (GG) 
When the 
gigantic robot 
first appears, 
stand as far to 
the left as 
possible and 
jump over his 
shots. When he 
comes in to 
land, thwack 
him quickly and 
get out of his 
way! When his 
second form 
pops up, leap 
over the puiple 
flames and hit 
him as you 
dodge the boom¬ 
erangs. Use the 
sword, as this 
works wonders. 
You need to hit 
him at least ten 
times on both 
occasions be¬ 
fore he dies 

■ FANTASIA 

(MD) 

In World 1-2, leap 
up to a platform 
near the start of 
the level and 
grab a musical 
note to get an 
extra life. Go 
right till you see 
a treasure chest. 
Jump inside and 
you warp back 
to the start of 
Level 1-2. Grab 
the note again 
and jump into 
the chest. Keep 
doing this and 
you can collect 
nine extra men, 
er, mice. 
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PRICE PROMISE!!! 


(Dept SEGA 2), 46 Ashden Walk, Tonbridge, Kent, TN10 3RL 

WE WILL BEAT ANY PRICE IN THIS MAGAZINE THAT IS CHEAPER THAN OURS BY £1 


PRICE PROMISE!!! 


EXCHANGE SERVICE 

AVERAGE EXCHANGE RATES 
ARE AS FOLLOWS: 

NEW FOR OLD.£10-£15 

OLD FOR OLD.£3 - £7 


SEGA MASTER SYSTEM 

MASTER SYSTEM NOW ONLY 
£54.95 

ALL MASTER SYSTEM GAMES 
FROM £9.95 TO £29.95 
(LISTS ON REQUEST) 


SECOND HAND 

GAMES FOR ALL FORMATS IN 
STOCK FROM ONLY £7 !!! 


- ^ - , 

SAVE £1 OFF ALL 

SOFTWARE WITH THIS 
VOUCHER 

(EXCLUDING CREDIT 
CARD ORDERS) 


SEGA MEGADRIVE 

SEGA MEGADRIVE.£109.95 

MEGADRIVE PLUS GAME OF OUR 

CHOICE (Details on request).£119.95 

MEGADRIVE PLUS ANY GAME 

UP TO £35 .£139.95 

MEGADRIVE PLUS ANY GAME 

UP TO £50 .£149.95 

MEGA MEGADRIVE OFFER 

SEGA MEGADRIVE +2 OF THE GAMES LISTED 
BELOW (Or any game up lo £32) PLUS QUICKSHOT PYTHON 3 JOYSTICK 

SONIC HEDGEHOG WRESTLEWAR 

MICKEY MOUSE BARE KNUCKLE 

OUTRUN FANTASIA 

ALIEN STORM QUACKSHOT 


EXTRA MEGADRIVE OFFERS 


JAPANESE CONVERTOR.£9.95 

AV LEAD.£6.95 

TURBO JOYPAD.£12.95 

QUICKSHOT PYTHON 3 JOYSTICK.£14.95 

GIZMO JOYSTICK.£34.95 

HARD CARRY CASE.£34.95 

8 BIT CONVERTOR.£24.95 

SCART LEAD.£14.95 


PLEASE NOTE: 


ALL OUR MEGADRIVES COME WITH PSU'S 
AND A JOYPAD AND ARE FULLY COVERED 
TO RUN UK/USA AND JAPANESE SOFTWARE. 
ALL MACHINES ARE GUARANTEED 
FOR 12 MONTHS. 


SEGA GAMEGEAR 

GAMEGEAR NOW 
ONLY £89.95 

GAMEGEAR PLUS GAME OF 
YOUR CHOICE £109.95 
ALL GAMEGEAR GAMES NOW 
FOM ONLY £22.50 EACH 
(LIST ON REQUEST) 


2-PLAYER LEAD.£14.95 

PSU.£9.95 

USA PSU.£14.95 

MASTER GEAR 

CONVERTOR.£24.50 


GAMEGEAR 
TV TUNER £69.95. 

AVAILABLE SHORTLY 



SAVE £5 OFF CONSOLES 


OR HANDHELDS 
(EXCLUDING 
CREDIT 

CARD ORDERS) 


WORTH NEARLY £230.00 NOW ONLY £169.95 SAVE £60.00 


UK/USA JAP 

688 SUB ATTACK.39.95.0.00 

ABRAHAMS BATTLE TANK.34.95 .0.00 

AEROBLASTERS.0.00 ....31.95 

AFTERBURMER II.34.50 ... 32.50 

ALIEN STORM.32.50 .32.50 

ARROW FLASH.24.50 ...18.95 

ATOMIC ROBOKID.27.50 .24.00 

AXIS FZ.27.50 .27.50 

BATMAN.33.95 ... 32.50 

BONANZA BROS.0.00 ... 29.95 

BURNING FORCE.0.00 ....23.95 

BUSTER DOUGLAS.32.50 ...23.95 

COLUMNS.27.50 ....29.95 

CRACKDOWN.32.50 ... 23.95 

CYBERBALL.27.95 ....23.95 

DECAPATTACK.32.95 0.00 

DICK TRACY.32.50 ... 24.95 

DJ BOY.24.95 ...15.95 

DYNAMITE DUKE.24.95 ...22.95 

EL VIENTO.0.00 ...38.95 

ESWAT.24.95 18.95 

F22 - INTERCEPTOR.34.95.0.00 

FAERY TALE.33.95 0.00 

FASTEST ONE.0.00 .33.95 

FLICKEY.18.95.0.00 

GAIRIES.38.50 .31.50 

GAIN GROUND.32.50 . .23.95 

GHOSTBUSTERS.24.95 .19.95 

GHOULS N GHOSTS.38.50 ...31.95 

GOLDEN AXE.32.50 .24.95 


UK/USA JAP 

HARDBALL . 32.50.0.00 

HARD DRIVIN.33.95 .. .23.95 

HELLFIRE.32.95 .23.95 

ICE HOCKEY . 34.50 0.00 

JAMES POND.34.95.0.00 

JEWEL MASTER.0.00 ... 32.50 

JOE MONTANA.0.00 ...32.50 

JOHN MADDENS.34.95 0.00 

KAGEKI.0.00 ...32.50 

KINGS BOUNTY . 31.50.0.00 

KLAX . 24.95....22.95 

LAKERS VS CELTIC.32.95.0.00 

MAGICAL HAT . 0.00 .. .23.95 

MARVEL LAND . 0.00 .. .33.95 

MICKEY MOUSE.0.00 . 25.95 

MIDNIGHT RESISTANCE.32.95 ...34.95 

MIGHT & MAGIC.34.95 0.00 

MOONWALKER.32.50 .24.95 

MYSTIC DEFENDER.32.50 ... 24.95 

NEW ZEALAND STORY.0.00 ....32.50 

ONSLAUGHT . 32.50 . 0.00 

OUTRUN . 0.00...32.50 

PGA TOUR GOLF . 33.50 0.00 

PHANTASY STAR II . 39.95.0.00 

POPULOUS.32.50.0.00 

QUACKSHOT (D.DUCK) . 34.95 . 0.00 

RAMBO III . 24.95 .24.95 

RASTAN SAGA II.32.50 . 24.95 

REVENGE OF SHINOBI . 32.50 ....32.50 

ROAD RASH . 34.95 0.00 


UK/USA JAP 

SAINT SWORD.32.95 ....31.95 

SHADOW BLASTER.26.95 . 23.95 

SHADOW DANCER.32.50 ...23.95 

SHINNING IN DARKNESS.47.95 . 0.00 

SONIC HEDGEHOG.34.95 ... 28.95 

SPACE INVADERS 91 . 25.95 . 0.00 

SPEEDBALL 2 . 34.95.0.00 

SPIDERMAN . 34.95 .28.95 

STAR FLIGHT.37.50.0.00 

STORM LORD . 37.95 . 0.00 

STREETS OF RAGE . 34.95 ... 28.95 

STRIDER . 37.95 ...32.50 

SUPER HANG ON . 27.95 ... 24.95 

SUPER MONACO GP.32.95 ....24.95 

SUPER REAL BASKETBALL . 32.50 ....23.95 

SWORD OF VERMILLION . 47.95 . 0.00 

TATSUJIN . 0.00 ...23.95 

TECHNOCOP . 34.95 0.00 

THE IMMORTAL.34.95 0.00 

THUNDERORCE II . 0.00 ....24.95 

THUNDERFORCE III . 29.95 .. .24.95 

ULTIMATE QIX . 32.50 0.00 

VALIUS III . 37.95 .. .26.95 

WARDNER SPECIAL.33.95 ....32.50 

WHIP RUSH . 0.00 ...14.95 

WONDERBOY III . 0.00 .24.95 

WORLD CUP ITALIA . 26.95 ...24.95 

WRESTLE WAR . 34.95 ....31.50 

ZERO WING . 0.00 ...34.95 


TO ORDER PLEASE STATE ITEMS YOU REQUIRE, TOGETHER WITH PAYMENT. MADE PAYABLE TO "MEGAMIX” OR PLACE YOUR ORDER ON 
OUR CREDIT CARD HOTLINE (0732) 351220 OVERSEAS ORDERS ADD #5. ALL PRICES ABOVE INCLUDE VAT. POSTAGE AND PACKAGING. 

MEGAMIX SOFTWARE (SEGA) 46 ASHDEN WALK, TONBRIDGE, KENT, TN10 3RL 



WHOLESALE + EXPORT ENQUIRIES ONLY TEL 0354 661066 


Megadrive to play English, U.S.A. Jap Games.£112.00 

As above but with any 2nd Hand Cart.£120.00 

As No 1 but with choice of selected new games.£126.00 

Mega CD Rom + Games. s .£ CALL 

Various Joypads + Joystick for Mega Drive 


Seag Master System II.£59.99 Jap Game Gear with Game.£105.00 

Sega Master System II Plus.£89.99 Master Gear Convertor.£29.99 

Sega Game Gear.£97.99 Wide Screen...£18.99 

With selection game.£118.99 Link Lead.£7.99 

Plus Gamegear P.S.U., Carry Case's, Rechargeable Battery Pack 



MAI. CHEATS, 

TIPS AND 

A _ h m GAME 

■ I I |V SOLUTIONS 

CHEATS GALORE 
0891 101 234 

(FROM IRELAND 03000 21244) 
MEGATIP GAMESLINE 
0891 299 388 
CONSOLE LINE 
0891 299390 
CONSOLE GAMETIPS 
0891 299 391 

INFERNO ADVENTURE GAME 
0891 442 777 

SHADOW OF THE BEAST SOLUTION 
0891 442 022 

HEROES OF THE LANCE SOLUTION 
0891 442 025 
COMPUTER FUNLINE 
0891 299 399 
NINTENDO CHEATS 
0891 299 313 
SEGA CHEATS 
0891 299 333 

FOR FULL INFORMATION ON ALL OUR 
OTHER CHEATS AND SOLUTION SERVICES 
RING 0891 445 904 


ALL LINES UPDATED WEEKLY 
PROPRIETOR- Jacqueline Wright, P.O.Box 54, Southwest, 
Manchester Ml 5 4LS 

Calls cost 36p per min 'cheap rate' and 48p per 
min at other times 




























































































































































































Advance 

Play! 


READY glows green when 
the M-CD is powered up via 
the MD’s power switch. 


INDICATORS Not leds, but - 
diagrams showing what’s 
happening, ie when there’s 
some cd Accessing both 
ready and access are solidly 
illuminated, neither blinking. 


ABOVE 

Four oblong holes accept offset flanges from a metal plate 
supplied with M-CD, which screws onto Mega Drive base, 
making for a more secure fit. It’s important to note that the 
M-CD is sold separately from the Mega Drive. 


PHONO SOCKETS standard 
hi-fi sockets for left and right 


MIXING supports the 
growing craze for Karaoke, 
can bop as you bash. 


A mazing! Brilliant! Confounding! It arrived. It 
got mated to its Mega Drive — it wouldn’t 
switch on! But more of that later! Once you 
strip away the polystyrene and polythene, the 
Mega-CD turns out to be a surprisingly light, 
rather squat black box which forms an attractive 
plinth to rest your beloved Mega Drive on top of. 

The Mega-CD is turned on when you switch on 
the MD (or it should — see Power On panel). 
Presumably to save costs the M-CD has no 
switches, just a couple of leds to show what’s 
happening. Even if you only want to play a music 
cd, you need to use onscreen menus — which is 
irritating. 

The joypad lets you move a cursor around and 
choose between the various functions, the most 
important of which is open — otherwise you can’t 
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lust released in Japan, 
the Mega-CD is the 
hottest black box to 
coipe put of the East 
since the Mega Drive 
itself. SEDA FORGE 
was the first mag to 
get one in the office 
the second it arrived in 
Britain. Here’s, our 
exclusive hands-on 
report! 


CD DRAWER can only 
be opened and closed 
by onscreen menus. 
According to instructions 
accepts both 12cm 

‘albums’ and 8cm. - 

‘singles’ cds. 


LEFT SIDE 

Looks important. Isn’t. 
There’s a small slot in a 
sliding block through 
which the lead from 
stereo headphones 
plugged into the MD can 
be fed, tidying things up 
and stopping the plug 
being wrenched out 
when you accidentally 
pull on the line. -► 

















AC ADAPTOR SOCKET 

plug in a standard Sega 
powerpack. Unusable 
Japanese power supply is 
unsurprisingly supplied with 
the Japanese unit, but many 
grey-importers throw in a UK 
power supply free of charge. 


being ACCESsed. cd- 
rom is certainly fast, 
but finding and 
reading code still 
takes longer than the 
instant access of 
carts. 


Female edge connector, 
which accepts the MD’s 
male connector, sits inside 
protective covering 


Mega-CD 


TEC SPEC: Cd-rom is, essentially, a disk drive like you 
might get for a computer. Information is stored not on 
instant-access chips, as on a cart, but on a Compact Disc. 

This means slight pauses while new data gets pulled off 
the disk — Heavy Nova frequently walks a squat robot 
across the screen to ‘entertain’ you for the five seconds or 
so it can take to load in a wodge of new code. 

However Sega have built-in a six megabit buffer to minimise delays. Six megabits is the size of 
some complete games! Compact Discs, though, can store a whopping 676,000Kbyte of data. Every 
MS and MD game yet written could be stored on a single cd! What’s more cds are relatively cheap to 
produce, unlike carts, so we can look forward to the games becoming cheaper. 

Mega-CD offers more than rapid access to loadsa code, though. Sampled effects and music can 
be played off the cd and mixed with the MD’s own sound effects. The sonic possibilities are obviously 
immense, though judging by early releases, it’s going to take programmers a while to suss them all 
out. 

And graphics? All that memory space means the sky’s the limit for some stunning static pictures, 
but the clever bit is in yet another new chip — an extra central processor unit running faster than the 
MD’s should turbocharge game speed. Graphics can be scaled and rotated at stunning pace, and 
rumours suggest genuinely arcade-perfect conversions of games such as Rad Racer. 

Combining enhanced graphics and sound with massive memory storage makes for the ultimate 
home entertainment system. 

POWERPLAY: A Motorola MC 68000 CPU running at 12.5Mhz, plus 6 Megabits memory buffer, 

512K 8-channel pcm sound chip, 128Kbit cd-rom and 64Kbit miscellaneous. The operating system is 
on a 1 Megabit rom chip. 


Power on - or not! 


We said grey import Mega-CDs could be a nightmare last ish, and we were right! 
First things first. So far the Mega-CD only works with Japanese ntsc Mega 
Drives, those with the magenta trim and 16-bit in large type above the power 
on/off light. A mysterious signal from these machines turns the Mega-CD 
on, otherwise the thing just sits there, completely inert and useless. 
However not even all magenta Mega Drives will work. A lot of 
importers get their MDs from Hong Kong and these are specially 
modified to work with pal — the circuit boards are printed with the words pal and it also features on 
the small label on the underside of the MD. So check which type of the MD you’ve got very carefully 
before buying. 

Another problem is that although some MDs come with easily removable plastic sleeves on the 
edge connectors, a lot also have a non-conductive black coating which must be taken off (see 
picture) — very carefully. Thinners might be used, but one slip and you’ve melted a chip. Alternatively 
you could use a sharp knife to painstakingly scratch through the film. Fortunately, only one side 
needs cleaning, so you don’t have to take the Mega Drive completely apart to get at the top side. 

Do all this and everything should work swimmingly well. However if pal and ntsc machines are so 
different you might end up only being able to play Japanese cd games — missing out on the text- 
heavy games such as rpgs, which could be one of the most exciting element of the Mega-CD. 

It’s a confusing old world, isn’t it? 














i 


Four eagerly awaited games in 
Japan: Tenkafubu, above; Lunar the 
Silver Star, below; Earnest Evans, 
above right (and the boyfriend of El 
Viento); and Nostalgia 1907 





Pressing start on the joypad takes you from 
the demo to this options screen. You have to 
open the disk drawer first, of course, then 
once your CD’s in you can simply press play to 
get music. On Sol Feace this gives you 
silence for a while — presumably game code 
— then brings up the long Japanese spoken 
intro plus music. 

It’s more useful, of course, for standard 
audio cos and below it are comprehensive 
programming options to select the order in 
which you hear the CD’s tracks, repeat your 
selection, reset and even two random play 
options. 

While it’s playing you can admire the 
left/right signals as they’re shown on the 
horizontal strip in typical hi-fi fashion. More 
interestingly there’s an option option which 
takes you to mucho Japanese squiggles; 
press a button again to get onto a set of 
options. The thrust seems to be save/loading 
data to memory store cartridges. 



put anything in the flipping machine! 

But if you don’t put anything in the M-CD you 
get a simple, but stunning demo. 

To the accompaniment of some very sharply 
defined — but still typically dull — Japanese coin¬ 
op music, the M-CD logo gets thrown all over the 
place to demonstrate the machine’s custom chips. 
It spins! It rotates! It stretches! It bounces from 
corner to corner! It zooms from pinpoint to screen¬ 
filling, somewhat blocky billboard! It goes all late 
’60s, leaving a psychedelic trail behind itself. 

It’s a shame the background’s static, and the 
music bland, but the twisting movement of this 
logo is amazingly smooth and slick. Quite what 
games programmers will be able to do with it bog¬ 
gles the mind, some effing great big mega-mon¬ 
sters should be possible for sure! 

And if that gets you drooling, just think about 
the massive memory! 



S ega’s consistent software support for its 
hardware means that unlike some other 
manufacturers we could name, its cd-rom 
drive is unlikely to be short of software companies 
falling over themselves to develop games for it. 

An instantaneous sell-out of the first Mega-CD 
batch in Japan indicates yet another goldmine for 
software houses, and Japanese mags are already 
full of ads bearing the Mega-CD logo, pushing 
games exclusively for the Mega-CD. 

Unsurprisingly there’s plenty of rpgs using the 
massive storage capacity to hold tons of screens 
and text. No doubt these games should be fantas¬ 
tic but non-Japanese speakers beware! 


High fidelity? 

The Mega-CD player isn’t the latest word in cd 
audio, but it is damn good — and you can listen to 
it without an amplifier by using the MD’s head¬ 
phone socket. In fact the instructions claim speak¬ 
ers can be plugged into this socket as well, 
presumably the active speakers designed for 
Walkmen. But if you do have an amp, there’s 
standard left/right phono output. 

One nifty special feature is the Mega-CD’s 
capability to show cd+g (Compact Disc Graphics), 
which is available on a rare bunch of audio cds. 
Occasionally record companies include a CD’s 
lyrics and occasionally a visual on the cd, which 
can be displayed on a tv or monitor as the 
music’s played. It’s not very dramatic, though, and 
few companies bother because few people have 
the means to read them. 

SEGA FORCE rating 

There’s fantastic potential in this black box. It sub¬ 
stantially upgrades the Mega Drive graphically, 
sonically and, most importantly of all; massively 
increases its memory. However, early releases 
have yet to properly exploit the technology, and 
compatibility problems mean a wait-and-see atti¬ 
tude is best for most Sega fans. 

Also grey importers are currently charging 
around £330 for the unit (without games) although 
it only costs around half that in Japan. When Sega 
release it here — hopefully in the middle of the 
year — a price tag £200 is likely. In the mean¬ 
time check out our two in-depth Advance Plays of 
the first two Mega-CD releases on pages 60 to 64, 
and the jamboree of upcoming ceedeefulness on 
these pages 
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With its extra memory reserves, the 
Mega-CD will attract many rpgs — a 
problem for grey import players! Typical 
of the first of these graphic adventures 
[ is Tenkafubu and, below left, the sepia 
^ tones of Nostalgia 1907. 








Nostalgia 1907 
looks intriguing. It cer¬ 
tainly doesn’t attempt 
to stretch the MD’s 
palette with its sepia- 
tinted pics, but they’re 
very atmospheric and 
there’s loads of ’em! The 
game’s set aboard an 
elegant transatlantic 
cruise liner packed 
with mysterious char¬ 
acters. 

Tenkafubi/s graph¬ 
ics are even more limited 
than Nostalgia's, although 
there are some very nice 
intro screens. It’s essen¬ 
tially a strategy game 
with which the Mega- 
CD’s memory could 
keep you shuffling sol- 


Earth, well, it’s ecology ’n’ stuff. Intelligent dinosaurs, 
giant ants — it’s all in your hands, and if the Earth 
isn’t enough how about other planets in the solar 
system with Venus being particularly tough to 
evolve life on! 

Earnest Evans is another one from the Wolf 
Team ( Sol Feace, El Viento) and by contrast seems 
a fairly conventional run, jump and blast everything 
arcade game. 

The Japanese release schedule promises 
around three games per month. By far the biggest 
category of games will be rpgs — up to 40% of the 
initial releases, plus another 14% for adventures 
and 10% for strategy. Surprisingly shoot-’em-ups 
will be restricted to around 10%, as will sport, rac¬ 
ing and puzzle games, leaving a final 10% for mis¬ 
cellaneous releases. But whatever the game 
SEGA FORCE will be bringing you the full, in- 
depth Advance Play run down as soon as they 
appear! 


Above and left: 
three screen shots 
from Tenkafubu, 
which promises to 
keep RPGers in 
action for many 
hours. 


diers for aeons. Lunar: 
The Silver Star more 
ambitiously mixes cutesy 
graphics with rpg com¬ 
plexity. There’s a choice of 
characters to control and 
over 30 interactive peeps 
to meet, fight and trade 
with. 

But what should be the 
real show-stopper of the 
earlyish releases is Mindscape’s Wing Commander. 
This pc game came on stacks of disks, required a 
hard disk to be playable and boasted some of the 
most impressive static graphics seen, a great plot 
and highly impressive 3-D first-person perspective 
space combat. A mix of rpg depth and classic 
arcade action makes this one to look out for. 

Another pc game up for conversion is Ocean’s 
Sim^Earth, which is indeed a simulation of the 


Lunar (The 
Silver Star), 
right and 
below, 
boasts loads 
of attractive 
animation 
screens as 
well as 
detailed 
overhead 
views, but 
it’s Earnest 
Evans, left, 
that’s the 
most wanted 
Mega-CD 
game in 
Japan, they 
can’t wait! 
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No, this game 
^ hasn't got a 
chunk of lime 
stuck in the top, but 
are the MEGA CD 
games just a novelty? 
CLAIRE MORLEY turns 
Japanese... 


T he game comes on a cd (what else?) 
printed with a full colour pic and is pack¬ 
aged just like your standard audio cd. The 
18-page manual's exceptionally well written, 
witty, entertaining, amusing — as Japanese 
hieroglyphics go, it’s top notch! 

Ahem, passing swiftly onwards we can 
admire a fair few colour illustrations and 
screenshots. The latter include six end-level 
creatures, suggesting to my razor-sharp mind 
six levels. Not that many, but steady on let’s 
have a look at the game first... 

Cor! As game intros go Sol Feace boasts 
one of the best ever. It starts off with more of 
those Japanese squiggles (two-minutes worth), 
but wait while they scroll by and suddenly 


you’re in a full-blown cartoon movie. A series of 
fast-cuts flash scene after scene by, the three 
characters strap themselves into their ship, 
throttles are pushed forward. 

There’s a pause to show the title screen, 
again, then we’re into a full-blown battle. It’s 
tremendous: big full-colour graphics, well-ani¬ 
mated and accompanied by some great, crystal 
clear music. A five-and-a-half minute demo 
isn’t bad! 

Transformer power 

Pressing Start aborts the George Lucas 
spectacular and gives you some 
conventional options. You 
can either go into the jt'c Qf 

game direct, or 51* 

change the difficulty full-COlflll 

level from flippin’ 1 ** Ba 

impossible to absolute- QimPVhlu 

ly kiddin’ level. You can OU|ICIUiy 

also vary speed between 
high, middle and low, plus alter the 
music and sound effects options. If you die you 
get a third option — continues, which appears 
to be infinite. It returns you to the start of the 
level you’re on which, since it’s so tough, hard¬ 
ly ruins the game but does indicate a failure to 
produce a more sensible game difficulty. 

Enter the game and you’re greeted by a 
rather bland space backdrop, a dull spaceship 
and a horde of attacking aliens. Blast them to 
pieces and you might get to collect some of the 
power-ups, concealed in canisters which can 


it's great; big 
full-colour graphics, 
superbly animated 


be blown apart with a swift burst of laser fire. 
There are four powerful upgrades, transforming 
your ship’s firepower and shape (see box). 

Flicker free? 

So far, so conventional and the graphics aren’t 
going to knock you out of your seat. Backdrops 
on levels two and three are stunningly bland 
while enemy ships aren’t awesome. However 
some of the villains are pretty big, massive arms 
swing about (but only the claws kill!), huge 
chunks of space debris hurtle past. The program¬ 
mers could be using the Mega-CD, albeit in a 
rather limited fashion, to decrease 
flicker on extremely inten- 

at* HiffV sive graphic movement. 

al 9 UIIJ y o begin with the 

nranhirc game seems impossi- 

yi ajJIIIOD, ble, but a little practice 

inimatPffl soon sees y° u through 
iiiniiaicu i eve i one u’ S f un , j n a 

limited sort of way, but 
there’s none of the imagination of 

Gynoug. 

Later levels look a bit more promising, but 
basically it’s like every other shoot-’em-up you’ve 
played, faster and slicker than many and certain¬ 
ly good fun, but lacking originality — and the lev¬ 
els aren’t massive either. At £36 it’s reasonable 
fun, polished up with a great demo, but it’s not 
the game to persuade you to get a Mega-CD 
NOW! What’s to come will no doubt be awesome 
and that intro certainly hints at the potential! 

CLAIRE 
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SOL-POWER 


Blaster: Adds whopping great cannons to 
the top and bottom of your ship, massively 
increasing fire-rate. 

Wide-Blaster: Guns now move to track tar¬ 
gets. 

Melt-Ray: Laser-like beam joins the fun. 

Burn Bullet: Lower bullets now dip, becom¬ 
ing bombs of a sort. 





f Ftftrifr hri f wii | 


Facing off against level two’s massively well-armed walker which is tough 
enough for any end-level confrontation — there couldn't be any more after 
this mother, could there? 



A fiery background shimmers beautifully behind yet 
another mega-blasting xeno confrontation. Below 
yet another super-baddie launches a hail of explo¬ 
sive bullets and homing missiles. 
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Dancing in the jaws of death is the only way to defeat this 
loathesome robotic arachnid. 
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Advance 

Play! 


iJyl/rj 


Mega-CD’s 
here and 
MELLERICK’s 
in Heavy Bossa 
Nova rhythms, but 
does this first CD- 
ROM do the 
world’sbest games 
machine justice? 


J apan’s Micronet committed to Mega-CD over 
a year ago, determined to be one of the first 
companies to release games for the stun¬ 
ning new hardware. However at that time the 
Mega-CD was not much more than vapourware, a 
collection of exciting specifications subject to 
change. 

To get a game out at the same time as the 
Mega-CD perversely meant ignoring most of the 
special features which distinguish it. The promised 
rotation and scaling features allowed some super¬ 
smooth animation, so an ambitious beat-’em-up 
with massive sprites was begun. 

Yet in the end it seems only the standard Mega 
Drive chips are exploited here, supported by 15 
superlative soundtracks and lots of memory stor¬ 
age. (In fact Micronet are talking about doing a 
standard 8 Megabit cart, lacking only the music.) 

NOVA SLAUGHTER 

An amount of disk space is burned up in a slick 
intro, which impressively sets the scene for the 
action to follow. The game’s actually similar to 
Slaughter Sport, a scrolling one- or two-player 
beat-’em-up with a good selection of big combat 
sprites. 

The two-player option really define the similari¬ 
ty between this and Slaughter Sport, as this is a 
one-on-one battle, and you can choose the char¬ 
acter you want. The screen shows the robot and 
details the moves you can make; note that the 


robot with the most moves is not necessarily easi¬ 
est to operate! But at least it gives it some more 
depth than the Razorsoft game. 

In the one-player game you control your Heavy 
Doll (‘doll’ is Japanese for ‘robot’) along a 
scrolling section avoiding all 
sorts of robots and traps to 
reach the end-of- level 
boss. These sections 
are very short early on 
but gradually become 
more complicated, with 
several platforms to 
search for the exit. The idea of 
these sections is to power up your 
robot by finding ‘Level Up’ boxes, which add extra 
robot moves, making it a better fighter — a novel 
addition to the game that provides you with a 
sense of progression the more powerful you 
become. 

The number of moves available are huge. 
There are various types of throws, punch kick, 
jumps and combinations, and each is very well 
animated (watch out for your flying twisting kick 
flooring your opponent). 

DISCO DOLL 

All in all there are eight stages, split into three 
for the first round and five for the next, but there 
are three continues to help you out. There is 
more than likely some very corny, futuristic see- 


Expecting 

instant CD classics is a 
bit much 


nario in which Heavy Doll is some saviour of the 
world, but as all the text is Japanese, and as I 
don’t speak Japanese, your guess is as good as 
mine. 

The sound of course blows away the 
opposition in regards to car¬ 
tridges, but you know that. 
You are provided with a 
soundtrack throughout 
the game and SFX 
abound. The game’s 
graphics are very well 
drawn, animated and 

_ coloured but it could have 

been tweaked to make the robot 
faster to move. The opposition get gradually 
tougher and provide some incentive to get to a 
further stage than before. But with only eight 
levels, the challenge obviously isn’t taking up 
masses of space on the wondrous silver disk. 

Heavy Nova's one of the first cd games and 
expecting instant classics is a bit much, espe¬ 
cially as this makes such limited use of the hard¬ 
ware. 

The soundtrack’s great, the intro’s smart... 
gameplay ain’t bad. The main sprites are packed 
with detail, boast loads of moves and are slickly 
animated — but aren’t fast enough and the 
colour scheme is a little off, while backdrops are 
dull. Still, at around £36 this isn’t a bad appetis¬ 
er for what’s to come! PAUL 
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After comleting 
Mission 1, you 
recieve instruc¬ 
tions for your 
next and final 
mission. Go to 
it. 


PLEASE 
PREPARE 
YOURSELF 
IMMEDIATELY. 
WE HAUE NO 
TIME TO 
HASTE . 

YOUR FIRST 
MISSION IS 
TO ATTACK 
. 






PLAYER 

JST SC OR E 

' \ 000QSQG 


□300000 


JAB 

BOOT BLOW 
UPPER CUT 

ZOOM PUNCH 
H I GU KICK 
KNEE TRIP 
JUMP KICK 
MISSILE 

SHOULDER TACKLE 
SINGLE ARM THROW 
0COBLE ARM THROW 
8 AC* OfcOP 
PILE DRIVER 


14 0861480 
86 8068800 
06 0666068 
68 8868086 
88 8088888 
68 6808088 
68 0086086 
o • v o o o 
68 6668088 
68 8660086 
06 6868086 
66 6868008 
06 0860006 
06 6000086 


33 868336 
62 8888 36 

18 060b86 
66 80860* 
08 88880L, 
66 008006 
66 868806 
86 868866 
88 060806 
o ooo-oo 
68 860666 
68 808068 
0 ' I a a a a 5 9 
88 080686 


To reach each 
end of level boss 
you must negoci- 
ate you way 
through a plat¬ 
form type sec¬ 
tion. Here you 
must avoid the 
falling objects 
and find the spe¬ 
cial levers to 
open the door to 
the boss. 


Punching the ball, gives 
you full energy. Go to it 
Bruno. 


After each successful 
bout, you score 
depending on each 
move executed. 



When trying to find the boss, mettalic 
objects walk along the floor, you can kill 
these by kicking them. 

Each boss is very different from the one 
before. 
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On a dark and dirty 
night down in the 
gutters of game-freak 
alley, the colour of your 
trendy underpants nor 
the dexterity of your 
favourite hand 
movements don’t count 
for twaddle. But the 
strength and 
manoeuvrability of 
your peripherals could 
be the difference 
between life and death. 
ADRIAN PITT wiggles 
wagglers and pokes 
pressables — all the 
latest gizmos for your 
Sega. 

I t’s a jungle out there, to be sure! Game-freak 
alley’s positively awash with posey Sega 
peripherals and attractive add-ons, but which 
joystick is worth jigging? Will the Light Phaser 
leave you in the dark? And what exactly is a 
Zoomer? 

It's Sod’s Law that you waltz into your local 
computer store, grab a joystick, part with pre¬ 
cious pennies that’ve taken a year and a day to 
save, get it home and find it‘s a load of old doggy 
poo! 

Fret not! SEGA FORCE intends doing away 
with the nightmare of purchasing those swanky 
peripherals. Not all are available yet mind, so if 
you want to double check before racing off down 
town, give the suppliers a ring, I’ve included their 
phone numbers, cos that’s the kinda guy I am! 


GAME GEAR BITS 

Master System Adaptor 

£34.99 Tired of waiting for Sonic the Hedgehog to 
appear on the small screen? With this nifty widget 
you can play any Master System cart on your 
Game Gear. 

It slots neatly onto the back of the GG and a 
nice blue screw thingy keeps it in place! Pop in 
any Master System cart and away you go! They’re 
excellent and few MS games suffer the miniaturi¬ 
sation. It’s not been out that long and they’re sell¬ 
ing like hot toddies, so you might have quite a 
wait before you get hold of one. 

Game Gear Magnifier 

To be released Tired of screwing up the old 
peepers to see those incy wincy Game Gear 
sprites? Make way for this ingenious magnifying 
glass that attaches onto the back of the GG and 
rests neatly above the screen. They do improve 
game accuracy a touch. 

TV Tuner 

Sega, £74.99 Watch Challenge Anneka on your 
Game Gear! Yes, a boat-load of TV Tuners has 
arrived from Japan, and Sega estimate that well 
over 20,000 will have been gobbled up by telly 
addict Game Gear owners by now. It simply plugs 
into the back of the GG, easy eh? Now when your 
mates brag about their super cool mini-TVs, tell 
’em you can play Woody Pop on yours! Give your 


MEGA DRIVE BITS 


Powerbase Converter 

Sega, £29.99 This gizmo sits smartly on top of 
your Mega Drive and turns it into a Master 
System. Do you want to do that? You might if 
you’ve recently upgraded and don’t know what to 
do with those old MS carts! Double the amount of 
games and for only thirty sovs! 

The Powercade 

Active Consoles, £299.99 The ultimate gutter- 
cred accessory for 1992 that only true connois¬ 
seurs of fashion will appreciate. Wrap a Mega 
Drive in this super cabinet, complete with match¬ 
ing buttons and sticks, and don’t forget to add a 
monitor to give that true feel of life in the arcades. 




local Sega dealer a ring to check on availability. 
Great value for money. 

Car Adaptor 

Sega, £17.99 A godsend for cool dudes trapped 
in a holiday car and trendy commuters stuck in 
traffic jams alike, this little lead plugs into your GG 
at one end and into a car lighter socket at the 
other. Makes GG batteries a thing of the past! But 
be wary of playing for too long if parked atop Ben 
Nevis — home’s a long walk away! 

Gear-to-Gear Cable 

Sega, £4.99 A cheap and cheerful way of spend¬ 
ing the night with a friend! No more lonesome 
Geegeeing. This handy lead lets you connect two 
machines to play those games which offer a 
simultaneous two-player facility. Worth buying, if 
you’ve got a friend that is! 
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Extremely smart and only for dudes with wadsa 
money. 

Action Replay Cart 

Datel Electronics, £49.99 Get away with murder 
on most of your favourite MD games! Plug the 
Action Replay into your Mega Drive, and an MD 
cart on top of it. Switch on for a password screen, 
enter a code for the game you’re playing and get 
infinite lives, oodles of energy et al (who’s Al? — 
Ed). Comes complete with 20 passwords and 
with more to come in the Datel’s Gamebuster 
newsletter. 

MEGA DRIVE 
JOYSTICKS AND 
JOYPADS 

Control Pad 

Sega, £14.99 It’s a tough and sturdy critter, that 
works well, responsively. Any hassles with this 
and my name’s Penelope Keith! Well worth 
splashing out on. 

Arcade Power Stick 

Sega, £34.99 I liked this one, the buttons are 
great, there’s a Mega Fire function, the stick’s 
easy to move and responsive. What more can I 
say? I’m in love! 


Explorer 


A Dan Ltd, £29.99 A darn good joystick. It’s 
microswitched, tabletop and has speed turbo fire 
and slow motion facilities. This gets a Pitt recom¬ 
mendation for sure! 


Turbo Pad 

Active, £12.99 This little blinder has three extra 
buttons for turbo fire compared to its official coun¬ 
terpart. Looks like — although not as good — as 
the Sega pad, but it comes a close second. Quite 
responsive, the buttons are fine. 

Super Sega Joystick 

Active, £19.99 A big table top jobby this one. With 
three fire buttons and two dials for a choice of 
slow or fast play via the Speed-up facility, it 
comes complete with leds to show the function is 
in operation. 

The stick’s responsive, but I don’t like the way 
the buttons are placed. The choice of speeds is a 
nice addition. For use on both the MD and MS. 
Not bad for the price, though a touch cumber¬ 
some. 

Gizmo 

Beeshu, £44.95 Extremely expensive, the stick is 
hard to control and as for the Day-glo dots, give 
me a break! There are hundreds of ’em! It’s a 
stereo joystick with controls for either left- or right- 
handed folk. Dial-a-speed/slow motion facility. Not 
bad, but the price puts me off! 


Viper 

Beeshu, £14.95 It looks a bit tacky, but don’t be 
put off, it’s a really good joystick. Microswitched, 
with two buttons for left- or right-handers, there’s 
also an extra long cord, so you can walk round the 
room while playing. Controls well and the fire but¬ 
tons are fast and responsive. There’s the usual 
slow motion thingy thrown in too. Recommended. 
Also works on the Master System. 


Striker 

Beeshu, £29.95 A great joypad with detachable 
control extensions to turn the control pad into a 
mini-joystick. It has a stereo plug and turbo fire 
buttons which work well. It’s responsive and one 
I’d recommend. (Stereo plug? Are you serious? — 
Ed). (Yep, the lead plugs into the joystick port and 
the headphone socket. The joypad itself has a 
headphone socket so you plug your headphones 
into it, rather than the Mega Drive. Useful if you’ve 
only got short-lead Walkman headphones —AP.) 
(You live and learn —Ed.) 


Turbo Profa 


Jong Rich, £17.00 All the way from sunny 
France, this smart, responsive stick has eight 
microswitches. Marketed by Infogrames, it 
should be out as we speak. 


SG Fighter 

Quickjoy, £14.95 The buttons are a 
little awkward to get used to, but 
apart from that, it’s a fairly good gad¬ 
get, although try before you buy. 


‘Excuse me, Mister, have 
you seen my Zoomer?’ 

Camerica: (0533) 813606 
Spectravideo/Quickjoy: (081) 900 0024 
Konix: (0495) 350101 
Quickshot: (081)365 1993 
Beeshu: (0262) 601006 
Active/A Dan Ltd: (081) 752 0260 
Datel Electronics: (0782) 744324 
Jong Rich: (010)337 227 8917 
Product 2000 Ltd: (081) 644 0033 
Happ Controls (Illinois): (708) 593 6130. 

‘No, but I know a man who 
has../ 
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MASTER 
SYSTEM BITS 


Sega, £5.99 If your Tommy Gun needs a bit of a 
boost, plug this directly into your joystick and blast 
some ass! Both buttons on the unit give super fire 
power. An excellent device for tackling some of 
those well ’ard shoot-’em-ups. Thoroughly 
recommended for any wimp who wants 
to turn into a budding Arnold 
Schwarzenegger! 


Sega, £29.99 Sounds sci-fi and Trekkie, but if 
you’ve ever fancied being a rootin’, tootin’ gun¬ 
slinger, grab hold of this well wicked pistol and 
plug it into your Master System. It does away with 
all those pesky crosshairs, just point and shoot! 
You need a very steady hand, so no downing 
three gin and tonics before! It’s not incredibly 
accurate, but reasonable value and certainly 
enjoyable. 

3-D Goggles 

Sega, £49.99 A total waste of money! Plug-in 
goggles that allow a greater perspective on such 
games as Out Run 3D. Not worth bothering with, 
there are very few games you can use these with. 


Sega, £9.95 A great control pad, it contains an 
excellent rapid fire facility and is really responsive. 
Great value for money at under a tenner. Miss out 
at your peril. 

Handle Controller 

Sega, £39.99 Those with a degree in flying should 
master this in a moment. Supposed to look like a 
pilot’s control column, it’s a bit weak-willed and not 
very responsive. Buy the SG Commander and be 
done with it! 
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Freedom Slick 


Camerica: £39.99 Not bad, although not the most 
responsive of the bunch. A bit cumbersome to use 
but fits to your tabletop quite snugly. If you want 
your waggler big and thick, buy a Camerica 
Freedom Stick!. It rhymes too... 

freedom Connection 

Spectravideo, £19.99 Ever fancied walking round 
the room with a joystick in your sweaty hand, only 
to be pulled up short by the doggoned lead? With 
this device you live out your fantasy. Not a joy¬ 
stick, but a remote control gadget that doesn’t 
plug it into your Master System! It’s only just 
appeared in the shops and it’s MEGA! Buy if you 
can find one! 


Konix, £12.99 Good looking, tough, durable and 
responsive handheld joystick with fire buttons 
positioned under your trigger finger. Autofire facil¬ 
ity included. Should live up to long, hard waggling 
— one of the better sticks and recommended. 

Game Controller 

Quickshot, £8.99 You can rely on Quickshot to 
come up with a winner. It’s a spooky looking thing 
to be sure. Imagine the front of a bicycle and 
you’ve got the general idea! Very responsive and 


less than £10, can’t be bad! 


Ultimate Speedstick 

Beeshu, £37.95 Sometimes, the more 
expensive sticks aren’t always the best. 
It isn’t very responsive, although Beeshu 
have given consideration to left- and 
right-handed players. Also included is a 
speed control auto-fire mechanism. 

Zoomer 

Beeshu, £44.95 Wins the Incredibly 
Weird Name Award. Yet another stick 
that’s obviously been swiped from an air¬ 
craft. Pretty dire, though, and not that 
responsive. Has auto fire and dial-a-speed but¬ 
tons. Only worth buying if you’ve got loads of flight 
sims and racing games. 

Flashfire 

Beeshu, £9.95 Also a bit sluggish to control, this 
one, and the fire button really hurts your fingers if 
you have to press it over a long period. Not a per¬ 
sonal favourite, I’m afraid, but above average if 
you ain’t got too much dosh. 


COMING TO A PLOG 
NEAR YOU 


Megaplay 


Control Pai 


Sega, £6.95 We all know what this one looks like. 
It does the job, but it’s hardly very swank. 
Didn’t like the wobbly control pad, but 
the buttons all work okay. 


Control Slick 


Sega, £14.95 A progres¬ 
sion from the pad, but I’m 
not impressed. There are 
plenty of better sticks on 
the market. It’s respon¬ 
sive and should last a 
long time, but take a look 
at the others before you 
buy. 


A device to let you plug in ten MD games at 
the same time and access them one by one, 
thus saving ergs of energy. Clever, eh? No 
news on a release date,though. 


let Range 

Product 2000 Two Sega compatible joy¬ 
sticks have been promised, the Superjet and 
the Megajet. No release date. 


Mega Star 

Spectravideo A see-through stick which 
promises a real arcade feel. Seven 
microswitches and a solid steel shaft retail at 
around £28. More info when we get it. 


Game Genie 


Code Masters Plug it in the MD, then slot 
in a cart for infinite lives, level skip and so 
on. Unlike the Datel cart it's is supposed to 
find cheat codes for it self, but will come with 
1000 codes anyway, around Spring time. 


Foot Pedal Controller 

Spectravideo If your hand action’s wearing 
out try this foot controller on car sims. 
Three controls represent clutch, brake 
and accelerator. A great idea you 
might have to wait for. 


Competition Pro 
Genesis Pad 

Happ Controls Compatible with 
the Mega Drive, this smart look¬ 
ing control pad has three buttons 
for turbo fire and a slow motion 
feature. Pad’s responsive and 
direction controls work really well. 
One to look out for (check out USA 
Here ’n’ Now for more details). 


MASTER SYSTEM 
JOYSTICKS AND 
JOYPADS 

SG Commander 
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FEATURING 

★ HULK HOGAN 

★ 'JAKE THE SNAKE' 
ROBERTS 

★ SGT SLAUGHTER 

★ ANIMAL OF THE 
LEGION OF DOOM 

★ EARTHQUAKE 


ALSO FEATURING 

★ BIG BOSS MAN 

★ THE MILLION DOLLAR 
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★ MR PERFECT 

★ HAWK OF THE 
LEGION OF DOOM 

★ ULTIMATE WARRIOR 
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Reviewed! 


SPECIAL MOVES 

All the characters can run (by pressing 
twice on the joypad) and jump and make 
a flying attack. There are also character- 
specific moves: by attacking while run¬ 
ning the Amazon does a flying kick, the 
Barbarian body-slams and the Dwarf 
heatbutts. Pressing attack and leap but¬ 
ton simultaneously gives a special move: 
a back-flip by the Amazon, an upper¬ 
swing followed by a rear stab for the 
Barbarian and the Dwarf leaps on his axe 
and swings around! 


T he original Axe was not only praised as the 
best beat-’em-up on the Mega Drive, but also 
the best arcade conversion ever — boasting 
additional levels not in the coin-op! 

The sequel is a completely original game, written 
specifically for the MD and bound to be a huge sell¬ 
er. 

The plotline is that the Golden Axe has been 
nicked, again, this time by Dark Guld and his clan. 
Once more there’s only three people in the whole 
kingdom mad enough to attempt its recovery: Ax- 
Battler the Barbarian, Tyris-Flare the 
Amazon and Gilius 
Thunderhead the Dwarf. 

Each has their own 
characteristics (speed, 
strength), magic and 
special moves. As in 
the original one of the 
most impressive aspects of 
the game is the huge range of 
combat moves, all superbly animated. 

For example when you get a villain in range, you 
don’t simply give him a quick bop on the head and 
that’s it. Oh no, you give him a sword slash across 
the chest, bash him twice on the head with the butt 


of your weapon then either kick him in the stomach 
of throw him over your head! 

Unfortunately the villains can be equally nasty, 
but it all adds up to one of the most involving com¬ 
bat games ever, guaranteed to get the adrenaline 
flowing — especially when your ‘friend’ keeps hitting 
you by ‘accident’! 

Dragon fire 

The game’s set over six levels of mainly horizontal 
scrolling action leading to a final battle with Dark 
Guld in his chamber. At each level’s end 
there’s a bonus stage where you 
can earn spells to restore 
energy and gain magic 
power by chasing down 
little magicians. 

These fellas also 
scurry around the main 
game levels, but unlike the 
harmless critters in the original, 
they pack a mean punch and must be hit 

quickly! 

Magic power is an important aspect. Activating it 
summons a special effect knocking all the baddies 
down — inflicting an amount of damage dependent 


If you want a stick, 
fun beat-’em-up, it's 
unmissable 


Golden Axe is back; 
bigger and baddei 
than before. PAUL 
MELLER1GK squeezes 
into a loin doth as big as 
his head and goes fan 
another slash. 


on how many spells you’ve collected. 

The least powerful magic is Gilius 
Thunderhead’s boulder magic, next up is Ax-Battler 
with his whirlwind magic, but the real showstopper is 
Tyris’s, which at the most powerful setting has a 
huge dragon materialising out of the air. 

One new feature is that you set how much magic 
you use by holding down the fire button till you get 
the setting you want. 


Tail spin 

The enemies are markedly tougher this time 
around, some have tails to knock you around with, 
others grab you by the head and hurl you to the 
ground. You must also face the Bizarrians, crea¬ 
tures ridden by baddies such as the Chicken Leg 
which uses its tail to attack. The Green Dragon 
kicks its hind legs and the Fire Dragon breathes fire. 
A quick attack can dismount the villain freeing the 
saddle for you to climb aboard. 

Golden Axe II is no radical departure from the 
original, the attacking style’s the same and the chal¬ 
lenge not radically different (or even bigger). 
However, while the game isn’t original enough to be 
a really worthwhile buy for those who have the pre¬ 
quel, it/san improvement. 

The backgrounds and sound are enhanced, diffi¬ 
culty improved (marginally) and the enemies are 
better drawn, and more imaginative in the first place. 
So if you’ve the original ignore this, but if you’ve just 
got a Mega Drive and want a really slick, fun beat- 
’em-up, Golden Axe II is unmissable. PAUL 
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Inside the 
Dragons 
throat cave' 
all this nice 
red screnery 
shouldn't put 
you off 
despatching 
those 

skeletons to a 
terrible death! 


(Above Left) Well you've heard about the 
headless chicken, here's the headless 
knight, he folloes you around, god 
knows how though. (Above) This guy 
obviusly ate somthing that disagrred 
with him. 


t The original was one of the 

best two-player games around, 
an incredibly playable beat- 
’em-up with great graphics. 

■ lie sequel’s even better, with 
tougher opponents attacking in greater 
numbers. Also the big monsters are now 
a lot faster and don’t just hang around 
waiting for you to do a flying kick. 
Nevertheless this is still no massive 
challenge, Axe veterans will be able to 
complete it in a few sessions as 
gameplay is so similar — and levels far 
from huge. It’s a fun game, though, and 
there’s a good ‘Duel’ option which is 
simple knock-down, drag-out fight 
between two players against a static 
backdrop. 


512K 
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S Blood runs red 
and thick when 
Middle Ages 
meets Missile 
Command in a coin-op 
conversion that caught 
PAUL MELLER1CK in 
the crossfire. 

R ampart has the distinction of being one of 
the very few original games to hit the 
arcades in the last few years. While the 
usual flood of shoot-’em-ups and beat-’em-ups get 
churned out every year, Atari had the guts to 
launch a different style of gameplay. Shock! 
Horror! Could the normal arcade goer cope? 

The graphics were certainly not spectacular, 
and the MS isn’t going to visually dazzle anyone 
either. But the gameplay is a novel and addictive 
crossbreeding of Missile Command-style cannon 
fire and puzzle-game wall-building. 

Going down in flames 

At game’s start you choose which of three castles 
to kick off with — the computer then surrounds it 
with walls and gives you some cannon to place 
inside the fortified citadel. Now you’re ready to 
face invading ships; a small flotilla of galleons 


sailing for the coastline with their cannon laying 
down a lethal bombardment. 

This is the Missile Command section with you 
moving a cursor and pressing fire to send a can¬ 
nonball on its way. You can’t hit incoming shells 
but instead sink the ships, using your judgment 
to aim ahead of moving (and heavily armed) tar¬ 
gets. 

When you’ve finished you need to repair your 
damaged castle walls — which is where the 
Tetris skills come in handy. A randomly generat¬ 
ed wall-piece appears for you to use in repairing 
the gaps made by your opponents. Use [A] to 
rotate the piece and [B] to drop it. 

There are an unlimited number of pieces, but 
time’s running out fast. If you fail to completely 
enclose your castle it’s game over. 

Veteran players will not only fortify their first 
castle, but use the pieces to wall in other castles 
and expand their territory. This gives 
more room to site new cannon 
— awarded quite frequent¬ 
ly — and improves 
your chances of sur¬ 
vival. As long as just 
one castle is fully 
walled you get to con¬ 
tinue even if your first cas¬ 
tle’s walls are blown to bits. 

Survive three waves of attacking ship, 
and you progress to the next level. This shows 
a map of the land you’re defending and you 
can choose your next location, which starts the 
process over again. You need to rethink strate¬ 
gy because the scenery has changed and the 
ships can attack from different positions. 


According to Domark there’s a heckuva lot of 
scenery to get through and the mix of strategy, 
puzzle action and gunfire is very addictive, but I 
wish there was more variety. 

Satisfying sadism 

The Master System version is graphically very 
close to the arcade, but then the machine didn’t 
have superior graphics in the first place. The 
sound’s limited, restricted to explosions and such 
like which are very realistic, and a grating little 
ditty. 

But it’s the gameplay which appeals to you in 
this game, not too slow to be annoying and not 
too fast to be confusing. You really have to work 
at thinking out your next move. 

The game also has a two player-mode which 
replaces the ships with another strip of land with 
three more castles. After each player chooses his 
starting castle, the walls go up, can¬ 
non are placed and action 
begins. 

This is probably the 
best part of the game, 
involving lots of satis- 
fyingly sneaky tactics 
- ie don’t aim to 
destroy a wall completely, 
just put in lots of difficult-to- 
repair holes! And when you win, a picture 
of your opponent having his head chopped off 
appears on screen. Satisfying! 

Rampart coin-op fans should appreciate this 
professional conversion. Others should give this a 
go before mocking the graphics, in two-player 
mode particularly it’s great fun. 
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ESENTATION 


The battle screen where both sides 
direct their cannon fire using star¬ 
shaped cursors. Level those castle walls 
with a fusillade of cannonballs. 


In solo mode you face attack from ships 
rather than castles. Sink the 
galleons before they 
land troops. 
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Wot! No sexy 
Karla! No sexy 
two-player 
mode?! Does this 
latest Sega 
conversion have 
any whatevers 
left over to kick 
up a storm? ALAN 
] checks it 

out... 


A fter glitzing up their spaceships in Super 
Space Invaders, the aliens have gone all 
subtle for this latest invasion: disguising 
themselves as conifer trees, bins and postboxes! 
Their mean and evil intentions are unchanged, 
though, walk by and they sneakily switch into 
their true forms: jelly blobs, snakes, walking 
heads and pizza-monsters. 

So who ya gonna call? Yeah, it’s time for the 
Alien Busters featuring not Bill Murray and Co, 
but instead macho-man Gordon, all rippling mus¬ 
cles and lethal flamethrower, and his metal buddy 
Slammer — tooled up with an electric whip! 

By some mysterious law of hardware, the 
coin-op’s three-player mode has diminished to 
two (on the Mega Drive) and now just one on 
Master System. Also missing is the choice of 
Karla in her skintight bodysuit — all green, eco 
and anti-sexist. 

You may control either of the two remaining 
heroes. In addition to their respective flame 


thrower and whip, they’re equipped with special 
attack techniques (activated by pressing both fire 
buttons). 

Gordon can unleash a ballistic missile, and 
Slammer dramatically blows himself up — and 
even more remarkably instantly reconstructs him¬ 
self, too. These specialities are effectively smart 
bombs, destroying all hostile forces on screen. 

Mean streets 

It’s pretty vicious out there in this blast-’em and 
beat-’em coin-op conversion. Four missions pro¬ 
vide horizontally scrolling street scenes to battle 
through, fending off aliens, and some kind of spe¬ 
cial challenge in between. 

The first has you fighting along 
the city street. The aliens, in 
all their bizarre shapes, 
attack in groups of 
three. Your man can 
move all over the 3-D 
perspective screen and 
make acrobatic leaps 
across the street. Get into 
the right position, blitz an alien and 
the screen scrolls on to the next villain. 

Any misjudgment in your attack may result in 
an energy-sapping strike from the opposition. 
Maintain your life and energy levels to survive. 

Next level takes the form of a 3-D shooting 
scene, taking place in a shop where the aliens 
are hanging out in force. It’s basically a case of 
aligning a cross-hair to blast the rapidly moving 
freaks as they pop up from behind shelves and 
along aisles. Complete this and progress through 
fast scrolling subway scenes to the warehouse 
and other levels, eventually reaching the aliens’ 
spaceship itself. 


Bustin’ pretty J 

Graphically, Alien Storm is very imaginative and | 
pretty. The sprites are all colourful and carefully 
drawn, especially the Busters themselves, whose . ft 
fighting moves are well depicted. Also the mutat- | 
ing human beings add an element of surprise. 

Some animation is jerky, and there’s quite a bit 
of flashing going on when many enemies are 
onscreen, but this doesn’t detract from the arcade 
feel too badly. Sound FX and the tune are similar¬ 
ly competent, though not startling. 

And it’s great to play. While a tough battle even 
on the first level, you won’t get frustrated. There’s 
always something attacking you, so fast reactions 
are required as you jump and 
shoot your way through. 

Plus the different 
aliens attack in their 
own particular ways, 
so a tactical approach 
is required putting Alien 
Storm above many more 
mindless games of its kind. 

It’s very addictive, and the game 
continue option helps overcome any initial frustra¬ 
tion with the difficulty of it (without revealing the 
higher levels too soon). 

Certainly its major downfall is its lack of a two- 
player option. You either control Gordon or 
Slammer, but control of both, as is common in 
fighting games of this ilk, is not possible. 

This may put off fans of Double Dragon and 
such games, who want to beat up the baddies 
with a friend (I like using my friends as weapons). 

If you’re unbothered by this deficiency yu won’t 
be disappointed. It’s got a good arcade feel and 
challenges enough not to give way too soon. 


The graphics give 
the Mega Drive a run 
for its money 
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Des P ite al * the omissions, Alien 
Storm is a surprisingly slick 
game with some very good 
Vv// graphics. The side-on view 

action is fast and very well drawn, 
of course there’s flicker, but the enemies 
all have novel attack methods and your 
characters punch and kick if baddies get 
too close, or ammo runs out. The fast¬ 
scrolling running section is just as good, 
if not better — the screen really moves 
fast and it’s great fun. The 3-D shoot-’em- 
up scene is tougher, but again the 
graphics are superb giving the Mega 
drive game a real run for its money. 
Gigeresque aliens are suitably repulsive 
and leap out at you with gusto! 

Alien Storm has little that’s original 
about it, and four missions aren’t a huge 
amount, but there’s three different game- 
styles, nifty programming and real coin¬ 
op polish. STU 
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Use your whip to annihilate those alien 
scum. But watch out for the green 
'thing’, he'll come from behind (ooh! 
Nasty) 
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Reviewed! 


Magical gems, 
wealth beyond 
imagination, 
PAUL MELLERICK 
checks out whether it’s 
the real deal, or just a 
load of old Ratner’s. 


I ndulge me a moment while I bore you with the 
scenario. Mythgard... what a place, lovely build¬ 
ings, nice friendly people, quiet and peaceful, 
great place for a holiday... 

Unfortunately, as is always the case, Mr Jardine 
the Mad and his Dark Legions (yawn!) would like to 
make Mythgard their own. This caused the 12 mas¬ 
ters of the elements to make an appearance, 
whereupon they were soundly thrashed, except for 
four of them (who hid under the table) namely: 
Earth, Wind, Fire and Water. 

These four elements decided to pool their 
resources and created the Holy Blade with which to 
destroy Jardine and his legions in the great Final 
Battle. 

You take control of some nutter/hero type with 
more muscles than sense and a 
maddening desire to find the 
Holy Blade. Now of 
course this guy has a 
special power which 
separates him from us ’ 
normal Joe’s; when 
rings come into his pos¬ 
session (he starts with two 
and gets more as he carries on) he 
can use them to increase or change his firepower. 

Dead ringer 

Pressing start pauses the game and accesses a 
screen where you can change the rings being car¬ 
ried. For instance, when you start you have a fire 
ring and a barrier ring, one on each hand. Next 
you collect a speed-up ring — used with fire this 
gives a longer range fireball. 

Other spells include earthquake, ice dagger 
and fire wall. There’s a fire button for each hand, 
with the third being for jump. 

Rings are dropped by creatures you’ve killed, 
but no matter how many rings you pick up you can 


All in all not 
a bad game, but no 
sparkler either 



only use four, putting two on each hand. 
Experimentation is vital to find a good combination. 
Also available are apples and such like to boost 
your life energy. 

Terror birds 

The game’s structure is very much a standard 
arcade adventure, walk forward bashing all in your 
way with an obligatory end-of-level guardian who’s 
despatched to advance onwards. 

The limited strategy element is an interesting addi¬ 
tion, but the graphics are dull, lifeless, with — for the 
Megadrive — disappointing backgrounds and the 
main sprite’s animation is very limited. Sadly, sound 
is poor also — almost like an MS game. 

Although unoriginal, the gameplay still challenges. 

The first level is anr overripe forest — 
lots of garish greenery, includ¬ 
ing fire-spitting plants. You 
also have to take on 
lethal birds — fortunate¬ 
ly you can fire upwards 
as well as sideways — 
and explore simplistic 
buildings. At the end of it 
there’s an anti-climatic battle 
against a snow leopard, rather far from home! 

The next level’s a good deal tougher. Set in the 
desert, there are aggressive worm creatures, 
scorpion-rats half-buried in the sand and nasty 
cacti! 

This level’s bony end-level creature’s a lot hard¬ 
er to dispose of, but nothing like the fiery phoenix 
at the end of level three. Set in a forest, the main 
villains on this level are pteradactyls which really 
test your reactions. 

Jewel Master won’t set the world alight. For 
newer owners it might provide a nice game for a 
while, however, older and more experienced gamers 
might find the action overly familiar. PAUL 




Once past the first section’s 
blinding greenery, the 


other levels are better and 
quite interesting. You’re a 
bit of a wuss, though, 
practically useless without any extra 
powers. I prefer a game where the 
unaided character still has some chance. 
Still, I enjoy collecting rings (must be the 
Sonic in me), and some of the power-ups 
giveuseful options, though the most 
useful asset is boring old fireball. Once 
powered up the revolting enemies are 
utterly brainless and aren’t too difficult to 
wipe out (unless you’re Paul). All in all 
not a bad game, but no sparkler either. 
CLAIRE 


As you can see the first level is 
disgustingly green, put up with this and 
the backdrops get better. (Below) 
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Watch out when walking under the 
head, and fire at that walking Pot 
Noodle. (Left) 


(Above) Kill 'bony', bit by bit and he'll 
soon be 'armless (Ha, Ha) and below 
see our hero taking a walk in the park 
on a Sunday afternoon. 


IU1A 


Rings on your fingers, la la 
la. (Old TV programme), 
select your rings to give 
different powers. (Right) 
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Sparts Talk Faatkall 



The world’s best 
quarterback is 
‘back with a gob 
as big as a ball, and 
more chat than 
trousers? PAUL 
MELLERICK girds his 
loins on the gridiron... 

C or, this game don’t half rabbit on. The first 
few phrases are well impressive, the guy 
sounds as if he’s got a bit of a cold, but it’s 
undoubtedly the best digitized speech yet. You 
expect him soon to shut up as the MD runs out of 
memory — he doesn’t, though, instead he begins 
a full commentary... 

‘He’s looking... better hurry... look out!... he’s 
sacked back at the four yard line!’ 

Okay Joe can certainly fill your earhole, but 
how is he on the pitch, is this game to face down 
John Madden ’92 at the Super Bowl? 

There’s certainly plenty of options; choose from 
28 teams, then play a match either as a 
one-off exhibition or as the start 
of a league (complete with 
passwords for saving 
your position). You can 
also turn the weather 
on/off, shut up the 
commentator (hurrah!), 
vary game length (20, 40 or 
60 minutes), select game difficul¬ 
ty and bring in superstars from other 
teams using the Dream Team option. 

Once you’ve thrashed the CPU you might like 
to bring in a friend, either for straightforward com¬ 
petition or co-operation, with you both on the same 


The ultimate 
American football sim 
remains unthreatened 


team — one player controlling the quarterback and 
the other player controlling whoever he wishes. 

Zoom power 

Phew! Set the options and you can finally get into 
the action. From the kick-off the game gives you a 
birds-eye perspective showing about 40 yards of the 
pitch. The look is very impressive, very arcade-like 
with cartoon-style animation. 

Choosing a play is very much like John Madden 
with each player able to flick through play diagrams. 
And when play starts you can change your play with 
Audibles, using the fire buttons to select from the 
last three plays shown. 

When you ‘snap’ the ball into play you must pull 
back the quarterback and select a receiver by 
pressing [B], then pass the ball. As soon as you 
throw the ball the screen highlights the area where 
the ball will land and then zooms into where you 
must catch it. Unfortunately this zooming isn’t 
shown, the screen just blanks for a second, then 
you’re back in action — and the abrupt change of 
view can be confusing, costing valuable seconds. I 
successfully made only about 20% of my passes to 
begin with. There’s also a standard punting (kicking) 
option. 

Dream Team? 

Although Joe is a hit graphically and sonically, 
gameplay isn’t up to the standard of John Madden . 

The control method is very tough to get 
to grips with, the ‘zooming’ is 
irksome and the speech 
ultimately irritating. The 
inclusion of a league is 
very welcome, but 
lacks a playoff system, 
and while the Dream 
Team selection sounds 
good, I didn’t find the superstars 
made that much difference! 

The game might provide some enjoyment to 
arcadesters with its surface glitz, it’s got plenty of 
challenge and is fairly playable — however the ulti¬ 
mate American Football sim remains unthreatened, 


this doesn’t come close and thus Madden ’92 is the 
one to go for. But if you’re a real fanatic, Joe is 
probably worth getting for the league option and dif¬ 
ferent game perspective. PAUL 
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The play selection screen, borrows 
heavily from John Madden. Use A,B or 
C to choose your play. 


John Madden is so well 
established the competition 
faces a tough task trying to 
overhaul it, especially as 
^ everyone’s used to the superb 
controls. Joe lacks the automatic 
computer assistance of the EA game, the 
controls aren’t as good and the ‘zoom-in’ 
can be confusing. However, unlike Paul I 
quite enjoyed the game.lt’s fiddly at 
times and the list of plays aren’t as 
comprehensive, but it’s got some good 
graphics and sound — the panic of fast- 
action plays is certainly well recreated! 
It’s not as playable as John Madden , it’s 
more confusing and hectic, but fun all 
the same and worth checking out once 
you’ve won John Madden play-offs for 
the hundredth time. STU 
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Your quarterback gets the ball and must 
pass to the highlighted receiver. 
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KICKING FOR THE FIELD GOAL.: Here you have full power, straight ahead, 
will in go through the posts or not. 















































Reviewed! 


A fter such stormin’ success with radically 
different 8- and 16-bit versions of Castle 
Of Illusion, Sega are at it again with 
Donald Duck and this time the adventures really 
are completely different. 

In both games Donald’s nephews have been 
kidnapped, only on 8-bit it’s not Big Bad Pete 
doing the ’napping but Magica —a slinky brunette. 
Her avaricious heart is set on the Lucky Dimes 
given the nephews by Uncle Scrooge. 

The scene’s set in a neat intro showing Donald 
getting in his plane to rescue the kidnappees. 
Press start and it turns out Huey, Louie and 
Dewey are being held in the USA, Mexico and 
South America. Thankfully the game allows you to 
attempt the levels in whichever order you prefer, 
with just four lives and three continue-plays to see 
you through. 

The States is a good place to start, even if its 
cutesy forest landscape is packed with unfriendly 
fauna. One nice touch is the spiders which dangle 
on invisible threads, wallop them with your mallet 
and they go swinging off screen, apparently dead, 
then swing back meaner than ever! 


The platform element of the game really comes 
into play in the second half of the level, with — 
another nice touch — gophers’ snores lifting 
leaves for Donald to jump off. Fast reactions are 
needed to avoid falling into bottomless chasms. 
Fortunately the end-level bear is a walk over so 
long as you’ve got a bit of energy left. 

Ole ole! 

Onto the next stage — Mexico is semi-desert, with 
plenty of nasty critters out to get our brave fowl. 
Piranha fish, coiled snakes and buzzards are a 
problem, but help is at hand in the form of kindly 
turtles who carry you across sections of river. 

Fall into the river, and Donald’s in for a tricky 
section of underwater diving, with hungry fish and 
falling stalactites. A ferocious lion guards the sec¬ 
ond nephew here. He’s a pussy cat compared to 
Mexico’s finale — a fearsome Aztec god! 

And that’s it!? 

Erhh, no way. Utilizing my incredible games- 
playing skills while everyone else was whingeing, I 
completed all three levels, and there is more! 
Three whole new levels in fact, all of which must 


be completed before you confront Magica in her 
castle. 

Amazingly, these levels are even better; Hawaii 
boasts volcanoes, angry natives and scorching 
temperatures that make Donald gasp for breath 
whenever he pauses. Antarctica features leaping 
swordfish, snowball-throwing yetis and a driving 
wind which pushes you around, randomly chang¬ 
ing direction. Back in warmer climes, there’s Egypt 
with a pyramid to explore, disappearing platforms 
and a puzzle room! 

Unemployed plumbers? 

Gameplay isn’t amazingly innovative, it’s just pure 
Mario Bros platforms action, but it is superbly exe¬ 
cuted, ensuring addictivity through clever design 

— and brill graphics. In fact this game is pure toon 
town, superb in its colour and crystal clear outlines. 

Donald is amazing; he waddles along blinking 
with his hat ribbon flying, he gets all steamed up if 
left alone and the way he swims is pure comedy. I 
also love that mallet, press fire and he bangs away 
at the villains with typically Donald meaness. Later 
on you can upgrade to a Frisbee, but the mallet’s 
most fun! It is difficult to play, but the locations are 
different enough to make sure you won’t get bored 
with one rescue. It’s also good how the game’s 
split, so getting through the first three levels is 
tough but when he you do it there are infinite con¬ 
tinue-plays for the three new levels. Who needs 
some overweight plumbers trudging across a blur¬ 
ry, yellow screen when Donald’s around? 

Master System Donald 

GG and MS games are usually so close we 
thought reviewing this late arrival would be a blast, 
but we were wrong! Those superb, crisp GG 
graphics too often look gaudy and blocky on a TV 

— this game seems designed for the GG’s lcd 
screen! 

Gameplay, too, is seriously altered, there are 
infinite continues right from the start, but you’ve 
only got two ‘chances’ for surviving enemy hits. 
Collecting stars no longer restores ‘chances’ — 
they’re just a bonus, giving you brief invulnerability 
if you get five of them. 

This makes the game a lot harder when the 
going gets tough; there’s no way to regain lost 
energy making death inevitable at times. Another 
added difficulty is when you get hit your current 
weapon is lost! 

On the plus side levels are bigger and some 
neat new touches, like a fast-scrolling sharp slope 
with lethal boulders and swooping eagles, help. 

. MS Donald is reasonable fun, but after playing 
Donald on the GG, the MS version seems too 
tough and frustrating — I certainly know which one 
I’d rather play! CLAIRE 
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g^CLAIRE MORLEY 
[vj| raves about her 
^ Disney 
extravaganza on Game 
Gear but falls fowl of 
the MS version, which 
bowls her out for a l 
duck. I 


Great graphics, 
challenging platform 
action — unmissable 
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P oker: Wild West gunslingers, Las Vegas 
showgirls naughty strip variations. Poker is 
glamour, yet when all’s said and done, it’s not 
a complicated game, the only real brain work being 
in remembering the combinations. 

For the greenhorn, Poker’s a game usually 
played with five cards in a hand, although there are 
as many variants as Heinz varieties. The idea is to 
get your five cards to collate into a decent ‘hand’ 
using any of the ten combinations. 

In real life a lot of excitement comes from keeping 
a ‘poker’ face when you’ve got a Full House — and 
winning real money. Hopefully most of you aren’t 
about to mortgage the family home for a few thrills, 
so Sega have added a few more rules to complicate 
gameplay. The basic idea revolves around a solitaire 
set-up placing cards into a grid, to make a poker 
combination. 


change of pace, and taxes the old grey matter. 

A plus point is the number of options. The one- 
player enrols you in three different games each con¬ 
taining 15 rounds (not easy), but with infinite 
continues. 

Choose from three displays: view-1 turns up a 
card from the bottom of the piles; view-2 turns up 
three cards and view-3 rotates between one card, 
three and all the cards. 

try- 1 mode is one level only, in which you try to 
score the most points possible, with play four 
options: easy shows one card, but you need 11,000 
points to finish it; normal shows 12 cards, but you 
need 13,000 points; hard shows you all six cards but 
you need 15,000 and casino shows none, and you 
need 9,000 points (veiy tough). 

There’s a two-option, two-player game against 
the clock. Type-A plays like one-player, except that 
each time you get a combination some time is added 
as well as points and the player with the most points 
is declared the winner. This is a best-of-five 
^^^^competition. 

°PP onent can see ’ the 
better the combination 
the more carc * s are h 'dderr" 

lenging and a different variation on 
usual puzzle games ( Tetris , Columns etc.), but the 
tremendous number of options lifts it into a new 
league. In short, splashing £25 on this pack is no 
gamble and is a must for all puzzle/poker fanatics. 




Your main screen has four rows of cards, a 5x5 grid 

in which to put the them, and scoring section. There 

are the normal 52 cards and a Joker (which is 

wild, very useful in the bottom cor- 

ner). You pick a card and 

place it in the grid, where it 

falls to the bottom. a «■■■ 

This continues till the 

grid’s filled. When a m 

combination is made it f 
doesn’t disappear, so you 
need to be careful where you 
place each card. This is where the puz¬ 
zle factor comes in as you see only the next card at 
the bottom of each pile. 

To finish a level accumulate enough points( dis¬ 
played at the top of the screen). Any left over are 
taken away from the target for the next screen, leav¬ 
ing you less points to get. This makes the first levels 
easy (on one, I needed zero points to pass), but this 
isn’t bad, since you must accrue points that allow 
you to beat later levels. 

If the music irritates, press start and select from 
seven different cute tunes. 

Taxing dues 

Gameplay’s enthralling but if you don’t like poker you 
may not enjoy this at all. However if you have even a 
passing interest, Solitaire Poker makes a nice 


LoadsinJjS 


Graphics and sonics are 
both excellent, and the 
K2, variations endless, so you 

can 1 get sick of the 
backdrop or the 

soundtrack. The playing cards are in 
unconventional shades making the game 
even easier to get to grips with. If you are 
a poker fan you’ll love it, and if you 
aren’t, you soon will be. CLAIRE 


‘Gerremoff!’ yells 
PAUL MELLERICK, 
the man with more 
chips on his shoulder 
than a 

takeaway /f ‘ M 
Chinese /OOCU 
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^ Challenging and ^ 
different, options lift it 
into a new league^ 

































GOTTE 


He's lean, he's mean, a bit of a 
rotter, cos he's lived most his 
life down in the gutter. But he 
tells it straight and shoots with 
wit all because he's a bit of a... 


Back again, so what did you expect, 
that they wouida fired me? No way 
hosay. Two days on sale and the letters 
were pouring in — wet through, what a 
loada drips you are! Some were nice, 
though, and natch, those are the one’s 
I’m printing. If you’ve got something 
NICE to say, write to GUTTER SNIPE, 
SEGA FORCE, Europress Impact, 
Ludlow, Shropshire SY8 1JW — and 
for the wimps who don’t like using 
words like ‘gutter’ on their 
envelopes, you could always put 
something NICE at the start, like... 
The Letters Editor’. Okay? 

Yob v Snipe 

Dear Gutrot, 

I want to know who’s the best 
out of Yob from (C&VG) and 
SEGA FORCE’S one and only 
amazing, big cheese himself 
Gutter Snipe? One of my mates 
said that Yob is the best and Gutter Snipe 
is a pleb-head. (I duffed him up after he 
said that!). Oh yeah, give me some Master 
System games... PLEASE, or I’ll duff you 
up. If you don’t send me some, I’ll switch 
to using a Nintendo. 

P.S. My bruver ’ates you! 

Clive Fothergill, Rochester, Kent 

Yob doesn’t exactly live up to his C&VG 
image. He’s actually a 33-year old car 
park attendant from Frinton-on-Sea. Of 
course I’m the best. I’ve got all my own 
teeth, I help little old ladies across the 
motorway and I don’t bite the heads off 
jelly babies. As for your mate, lock him 
in a dark room with a copy of the 
Reader’s Digest — the ULTIMATE tor¬ 
ture! As to free games — naff off and 
get yer own. 

Technical Tease 

Dear Gutter, 

I’m 13 and had a Master System for two 
years. I bought and read Sega Power reg¬ 



ularly and I now enjoy SEGA FORCE very 
much. I’m saving for a Mega Drive but only 
have a black and white television. Could 
you please tell me if I can connect a moni¬ 
tor to a Mega Drive and if so, which one? 
Do I have to have any special leads? 

My Dad has a 105 Megabyte Amiga 
2000, which has a Commodore 1084S 
monitor, is it possible to connect the MD to 
this? I look forward to next month’s mag, 
keep up the good work. 

Marc Lambert, Gosport, Hants 

Cheers Marc. Yep, it is possible to con¬ 
nect a Mega Drive to a monitor so 
long’s the monitor has scart, (an 
oblong socket at the back of the moni¬ 
tor which allows the input of a signal, 
bypassing filters and allowing a clearer 
image). British Mega Drives don’t come 
with scart so you’ll have to buy this 
separately. The good news is, your MD 
will work on a 1084S monitor, as long 
as there’s a good old scart thingy at the 
back. Any more probs, drop me a line! 

Royal invites work... 

Yo Snipe dude, 

Flow’s it hangin’? Do you have anything 
hanging? If you do, I’ll come down and be 
rather nasty. Now then, you didn’t exactly 
give a straight answer last issue to that 
Michael J. ‘Mr Nice’ Fox, did you? Flow do 
you get a letter printed in the first issue of a 
mag? (by the way, this is only the second 
letter I’ve written to a magazine). I like your 
mag a lot and I’ll be sending in a con¬ 
stant supply of pics, tips, letters and 
bottle tops, so you’ll have to print 
one or two hundred of my letters 
sooner or later! 

Paul S. Barlow, Chorley, Lancs 

I’ve plenty hanging, though it’s 
none of your business, except for 


Uftf He- 


Y'A 


Andrew Matthews 
from Great 
Sutton, South 
Wirral, sent me 
this rendering of 
Sonic reading 
SEGA FORCE. 
Sonic’s popular — 
I’ve been 
inundated with 
hedgehogs!. 
Meanwhile, the 
pratt who forgot 
what to say, 
Anthony Stevens, 
gets cool with this 
one (check out his 
cartoon on the 
Gutter Talk pages, 
too. 



-foRopf 


Next Month 

HOT STUFF 
FROM LAS 
VEGAS 

The CES shebang, where all 
software people go to tell 
each other what they’re 
developing is better than 
anything ever before seen in 
the history of gaming, and 
much bigger than anyone 
else’s developments, is over. 

So that’s that, then. No, not 
quite, ’cos our very own 
Black Marshall traipsed 
around for days checking 
out goodies like KID 
CHAMELEON — the next big 
one from Sega after Sonic — 
LEANDER, EVANDER 
HOLYFIELD BOXING and 
loads more. 

He’s also got a report on 
what ACCLAIM are up to, 
converting all their big 
Nintendo hits for Mega Drive. 

Meanwhile, back at home, 
we’ll be looking out with high 
hopes for PRINCE OF 
PERSIA, PAPERBOY, 

DESERT STRIKE and BUCK 
ROGERS among others. 

AND... watch out for the start 
of a humungous Oli Frey 
three-part poster — a real 
window on game-freak city 
to hang on your door! 

The next issue of SEGA 
FORCE goes on sale from 20 
February, and if you don’t get 
it on day one, you may not 
see it again! 
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the gob of snot from my left nostril. The 
letters? I sent invitations to people like 
Princess Margaret, the Archbishop of 
Canterbury and Dolly from Emmerdale 
Farm, asking them to write. Instead, I 
got replies from three spotty yoofs from 
Stockport and a cleaner from Dundee 
called Morag. And this is not Blue Peter 
— we’re not collecting bottletops to 
help the starving of Bury St. Edmunds. 
Glad you like the mag, I could grow 
like you (between two slices of bread). 

Lost for words 

Dear Gut, 

If I may, I would like to talk about... errrrr... 
oh dear, I’ve forgotten what it was I was 
going to talk about. So instead, I think I’ll 
talk about...that’s, ah...no, I can’t remem¬ 
ber, sorry! 

Anthony ‘Decisive’ Stevens, Southend-on- 
Sea, Essex 

Pratt! (But you draw okay). 

Questions, Questions... 

Dear Gutter Snipe, 

I wonder if you can answer a few ques¬ 
tions? 

1. If I had Columns in my Master Gear and 
linked up with a friend who had Columns in 
his Game Gear, would the two-player 
mode work? 

2. Is the Game Gear better than the Lynx? 



There’s nothing 
beats a nice, 
crispy roast duck 
with black cherry 
sauce. I s’pose 
Donald would be 
a bit tough, 
though — he must 
be at least ninety 
by now. Still, he 
looks fit enough 
in Craig 
Whitworth’s 
drawing here. 
Craig’s from 
Oldham, Lancs, 
and says would I 
write back, ’cos 
he never gets any 
letters... AAAHH. 
Never mind, craig, 
neither do I. 


3. Is Donald Duck on the Master 
System totally different to the Mega 
Drive game. 

4. What would you say was the best 
game on the Mega Drive, the 
Game Gear and the Master 
System? 

5. Why is your mag so 
brilliant? 

6. Please answer all my 
questions. 

James Goff, Sheffield 

1-No 

S 2. Yes. No. Yes. Yes. 

No. Yes (consensus of 
opinion from the SF 
bods). Technically, the Lynx is 
superior, but my money’s on the 
Game Gear. Plenty of games and 
add-ons to fiddle with. 

3. Yes, TOTALLY different. 

4. Errrrr.. .Sonic the Hedgehog, Sonic 
the Hedgehog (when it appears!) and, 
errrrr... Sonic the Hedgehog. 

5. Because it is. 

6. That’s not a question. 

Master System sceptic 

Dear Gutter, 

I’m considering purchasing a Master 
System, but with the success of the Mega 
Drive and now what with the Mega-CD up 
and coming, I’m worried that the MS hasn’t 
much of a future. What do you reckon, is 
the Master System worth buying? 

Damian Elliot, Gateshead 

Damian, the MS isn’t due for the scrap 
bucket just yet! It’s probably the cheap¬ 
est and best 8-bit system around. There 
are loadsa games for it, many of high 


quality (check out Sonic last issue) and 
stacks more on their way — US Gold 
are putting their top programmers on 
developing new MS games. Obviously 
the ultra-swish Mega Drive and Mega- 
CD’s where the future lies, but there’s 
less (and more expensive) software. If 
you get the same pay as me, an MS 
should do you just fine! 

Doug’s Dosh Dilemma 

Yo Gutter! 

Well radical mag, dude! Times are hard, 
though. £1.95’s a lot of dosh to fork out. 
Bought the first copy of SEGA FORCE, 
which meant I couldn’t afford the New Kids 
on the Block single. However, your well 
wicked mag plays cool on 45rpm. Can you 
tell me whether there’s gonna be a 12- 
inch? 

Doug ‘Gimme Five’ Dendyke, Forest of 
Dean 

Check this out! £1.95 is extremely com¬ 
petitive, but if you’re having trouble 
affording the mag, get a paper round, 
then you can have a crafty read before 
you slip it through someone’s letter¬ 
box?! The only 12-incher we have 
around here’s Paul Mellerick’s — the 
classic melody by The Paul Mellerick 
Experience, ‘Those Rainy Day Game 
Gear Blues’. Failed to chart, bit of a fart, 
but it makes a good place-mat. 

And finally, for the plonkers who’ve 
already forgotten the address, here it is 
again: 

r SS ?6 C 

$ K 35 . USS 
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Here’s the best way to reach other dedicated Sega 
game-freaks with whatever it is you want to reach them 
with: FOR SALE. WANTED, SWAPS, PEN PALS, 
USER CLUBS and the like. 

And it’s amazingly cheap (covers the cost of repar- 


20 WORDS FOR £1 


ing Adrian Pitt’s nails from the typing in). For £1 you 
get 20 words — that’s the top block of boxes. Or you 
can write up to 40 words for a measly £2! That’s all 
there is to it — except: Please write in block capitals, 
neatly (Adrian’s eyesight ain’t what it used to be), and 


enclose your payment of cheque or postal order made 
payable to Europress Impact. Don’t forget to fill in 
your name and address (in case we have to return 
your ad and payment for any reason). Allow up to 6 
weeks before ads appear. 


40 WORDS FOR £2 


NAME.ADDRESS. 


..POSTCODE.. 


82 SEGA FORCE FEBRUARY '92 
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RIGHT ON 



The World's N 91 Choice 



OVER THIRTY MODELS . ALL FORMATS . COMPLETE CONTROL 


AVAILABLE FROM ALL LEADING COMPUTER,TOY & DEPARTMENT STORES. 



































TECMAGIK 



THE BIGGEST. 


"Pacmania is one of the most enjoyable, challenging and 
addictive Sega coin-op conversions yet seen." 
MEAN MACHINES 


"A brill conversion of a great coin- op." C&VG 



CONSOLE 




TECMAGIK 

(ENTERTAINMENT) LTD. 



"..arguably the best Master System game ever." SEGA POWER 
"Tecmagik's Populous is a very clever game indeed, and it will 
knock the socks well-and-truly off any Sega owner who 
craves a good slategy game." C&VG 



Master System 



"An excellent game that looks as good as it plays. A real 
challenge" GAME ZONE 

"Technically, Tecmagik have done it again with a graphical 
tour- de- force that should have you astounded." 
MEAN MACHINES. 
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Warwick House, Spring Road , 

Hall Green, Birmingham B11 3EA, ENGLAND. 


... ARE EVEN BIGGER 































